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7 MILES ABOVE ANTARCTICA, A WEATHER SATELLITE SENDS BACK AN IMAGE, ~~. : 
Your.special forces reconnaissance unit is ordered to investigate a distress-signal. You arrive-and discover a virus has violently. mutated” =< 
every living and nonsliving thing in. its path. The mission objectives are clear: rescue survivors, secure the area and destroy the virus, If you can. 














DETAILS. DETRILS. 


; NUMBER OF BOARD SET-UP 
COMBINATIONS AVAILABLE. 


NUMBER OF RAMPS ON THE 
X GAMES STREET COURSE. 


F POINT VALUE FOR GRINDING 
NUMBER OF | ACROSS A SUBWAY STATION. 


) KICKFLIP 
| COMBINATIONS » NUMBER OF LOCATIONS TO 
| | SKATE AND COMPETE IN. 





ESPN X Games Skateboarding is the first skateboarding action sports event in the world. Ride as one of 8 incredible 


game for the PlayStation®2 computer entertainment 
system that puts you right in the middle of the largest 


PlayStation.e GAMEBOY ADVANCE 


pro riders and choose all of their sponsored gear and 


boards. Progress through nine mind-blowing action/arcade 





NUMBER OF POLYGONS 
NUMBER OF PRO’S YOU CAN PLAY AS. USED TO MODEL 


| RICK MCCRANK, LINCOLN UEDA, KERRY GETZ, COLIN MCKAY, 
— CHRIS SENN, CHAD FERNANDEZ, CARLOS DE ANDRADE, BOB BURNQUIST 


BOB BURNQUIST. 


NUMBER OF ATTENDEES 


AT THE 2000 X GAMES 
TOTAL NUMBER OF IN SAN FRANCISCO. 


TRICK COMBINATIONS. 








BRYCE KANIGHTS 


levels from the X Games to the decks of a passenger liner 


Games 
- Skateboarding 


with hidden challenges and secret areas. With ESPN X Games 


Skateboarding, it’s the details that count. 
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the games 





Visit www.esrb.org 


or call 1-800-771-3772 EeIbDOoOsSs 


for more info. 


GAMES WITH CHARACTER 








Piloting the most advanced gunship ever created, 
Neel MMe Acie eM RK R ACL Mer M orm 1-.01e 
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Wi McnMclecne Rel citelR\ cere) erel Ip RRM ei Mells 
and ground forces in terrorist hotspots throughout the world. 





Customize your chopper with Sniper Scopes, Hell-Fire Missiles, 
Shockwave Bombs, Chain Guns, and other weapons of destruction. 
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FUN. FAST. FURIOUS. 


www.thunderstrikegame.com 
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YOU GUYS ROCK! 


Because of your support, we’ve made it all the way 
to our 50th issue — and we’re only getting 
stronger! As we race at full speed into the next era 
of gaming, we’d like to take a moment to thank 
everyone that has made PSM such a huge success. 
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magazine goes on for another 50,000 issues! 
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PSM for giving me the 

) chance to work here. aa : 2 
And of course, | want i At first | resented being Thanks to all you great | f 
A baa ar wens be CODED yea ee Tet Te) eM a Cg ’ 
CeCe lm lee i issue 40 or so, I grew to | sticking with us for 50 | Onn 
us to make our 50th. love my captors. Yay, PSM! PELE aey ie or ber a 
Now let’s do 100! meee neg eae eR te 
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Pi | DU a eR Na egaaie Es ce pillage te 
MERU em ec em ICH) emilee pel vy a exis) burger- 
FRU Belcan Pana ent flippin’ wage slaves. 


are all knowing that Zoomo is to be totally 
responsible for our success. YAAH ZOOMO! 


RA RR aR CMe Cim ca book artists to create the Pern Pe RUA CM Te LLL 
CMM MEL a aT ROM g at TEM UCR CN Elem CT 
oer) great writer — you can read his stories every month in Gen 73. And his Dirty Pair trade paperbacks rock! 





. We're huge fans of Adam's style, and 
when we sat down to pick an artist to do our 
AX) Oe AOE Ms ees 
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POU Mee aU ore na a 


pre Pre toads Ci sketches af a) 
choose from, and picking from them wasn’t 
easy. They all looked super cool, so we tried 
POR RUM mig 
into our cover format the best. 
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Ee aCe aCe 
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left side. Still, like so many of the others, we 
would’ve loved to have seen this in color! 


Smee MOU ee 
could fit everything in nicely. This image is 
still very strong, and Elise pops off the cover 
nicely. Big thanks to Adam Warren, and also 
Ryan Kinnaird — colorist extraordinaire! 
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Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 
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A STORY BEYOND TIME. 
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| > Final Fantasy X 
| SPECIAL REPORT 
eleva oun Ome Na 
AN ROSCA oe LE 
s%| too freakin’ cool. The 
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= > Tony Hawk 3 on 
PS2 is INSANE 

| T Hawk 3 is shaping up 

| to be an incredible jump 

| over the first two games. 
Wanna see Tony grind a 

fire truck? Kick-flip over 

| to page 66 now! 


ee Ue ea, 
| Whoops Ass 

a Uacweclanemarcemeyticete) i 
moved up from “Gotta 

| have it” ranking to “Who 

do | need to kill to get 

it?” status. Check out our 
new preview to see why. 
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about the cool new PS2 Hard Drive! 
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Madden NFL 2002 — the best so far! 
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SSX came out of nowhere to 
rule the PS2 launch, and now 
the series is back with new 
levels and modes, extra char- 
acters and more! Don’t miss 
the first full unveiling of SSX 
Tricky, playing now on page 45! 





THE PSM 
ES RSS 


PSM is the magazine for the gaming elite — the 
hardcore gamers that support and drive this 
industry. This is NOT a “mass-market” magazine. We 
CNM a re CMe Ma Cert UU iT rears) mY Cod 
space interviewing movie stars that have nothing to 
COME ee CMM mM CeCe 

ey MMe em CT meses ACS Me) 
official corporate sponsor, so you can trust that our 
eS Ry SUMTER CSM CU yO aT 
Our readers always come first, and we would never, 
EVER betray your trust. This is our promise to you, 
the hardcore PlayStation gamer, who deserves 
nothing less. Now let’s get this issue going! 








Illustration: Pencils/Inks, Adam Warren; Colors, Ryan Kinnaird 











SO Sa eh eae 


NY 
\ 

Www.scea.com 
YS PiCum Uti mt 


idemark of Sony Compute 
ele 


uC E sata ive owners. All rights reserve: 













> 





ociated imagery featured in this game are trademarks and/or copyrighted 


PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. 
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competition starts battling with you for every inch of space on the track, you won't have time to see the sights. However, you can test your skills in the intense arcade mode 
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THE DRIVE OF YOUR LIFE a . 








Visit www.esrb.org 
or call 1-800-771-3772 
for more info. 
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Due TO SEVERE OVERPOPULATION, THE 
EARTH’S DIAMETER [tS INGREASING 
WITH THE GROWTH OF TOWERING MEGA~ 
CITIES. AS CIVILIZATION CLIMBS HIGH 
INTO THE SKY, IT BURIES BELOW ITS 
REFUSE; CRIMINALS, THE WRETCHED AND 
THE DERANGED. NOw, AMIDST REPORTS OF 
VIGLENCE AND ATROCITY IN LOWER 


LEVELS, A SERVICE CREW HAS 


DISAPPEARED WITHOUT A TRACE. 





LEAD A TEAM OF SPEGIALISTS INTO AN 
ABYSS OF VAST GAVERNS, SNAKE-LIKE 


PASSAGEWAYS AND LURING DEAD-ENDS. 
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TREAD LIGHTLY. THE DEPTHS BELONG TO 
TWISTED CULTS, MUTANTS AND HIDEOUS 
CREATURES THAT WERE NEVER MEANT TO EXIST. 








PLAY IN SINGLE PLAYER MODE, OR 
WITH UP TO 4 OTHERS IN MULTIPLAYER. 
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Your inside look at this month’s 
hot topics, gear, and games 


ard Sell? 


PS2’s Hard Disk Drive 
promises a lot, but 
faces an uphill battle 


ROB and the Power Glove for the NES. Throughout 


by ega CD and 32X. N64’s Expansion Pak and 64DD. 


videogame history, one rule has held true: big console 
peripherals always bomb, and bomb hard. So the question is, does 
Sony’s new PlayStation 2 Hard Drive and Ethernet Adapter have a 
snowballs chance at turning this disastrous trend around? 

The 40 gigabyte Hard Disk Drive (HDD) and Ethernet Adapter (for 
taking PS2 online) recently shipped in Japan in two different versions: 
a $150 external model (for the original Japanese PS2s) and a $145 
internal version (for the redesigned PS2s, including all of the units 
sold here in America). The good news is that, so far, the units are 
selling like crazy over there. While the details of the November U.S. 
launch of the hardware will be a little different (for instance, the $40 
Ethernet Adapter and the HDD (price unannounced) will be sold sep- 
arately here), the functionality and should be very much the same. > 


HARD FACTS: what the HDD will do for you 


$2s equipped with an 

HDD and an Ethernet 

Adapter will emulate 
many of the useful functions of 
PCs. Beyond data caching and 
replacing your PS2 Memory Card, 
the hardware add-ons make 
many more functions possible. 


AN Vihda ian tals 
HDD and Ethernet Adapter in place, 
publishers will be able to let you 
download game demos or even full 
versions, as well as view trailers. We'll 
probably see additional levels and 
even PC-style expansion packs distrib- 
uted this way. Plus, episodic games will 
be possible: developers can send you 
games piece-by-piece when segments 
are finished, so you won't have to wait 
two years to play them. Also, the PS2 
will support secure payments online. 


This is one of 
the most exciting things about the 
HDD. With level editors and character 
creation systems provided in some 
games, you'll be able to send your own 
maps, levels, or skins, as well as 
receive others’ creations. 


If you get stuck 
somewhere in a game — and 
can’t find the answer by e- 
mailing your friends or looking i= 
it up online with your PS2(!) 3 
— you may be able to a 
download strategies or , aes 
Feel ete (emf ss a 


A picture says a 
thousand words. As 





in A-Train 2001: Train Kit, you will be 
able to take screenshots. with various 
games, send and receive them, and 
then let them do the talking for you. 


You'll be 

able to acquire or update 

different types of drivers 

for your internal PS2 or 

USB-compatible periph- 
erals and accessories. 


PS2’s version of Real- 
Player 8 will allow you to 
play MP3s and movies, 
plus several other types 
of audio and video files. 


4 The external HDD unit is 

only meant for the original 

Japanese PS2s — we get 
pUlmere) Mogi Met os 


‘a 





In fact, Sony Music and. Vivendi 
Universal have their own joint sub- 
scription-based MP3 service titled 
“Pressplay” that will eventually carry 
files from artists of all the major record 
labels. Sony Pictures has even 
developed an entertainment portal 
called “Screenblast” which offers 
video and music clips, editing tools, 
and interactive tutorials. Both will be 
eyeing PS2 as a delivery platform. 


t You'll be 
able to store and edit digital photos 
and movies from USB-compatible 
cameras and camcorders. 


L / 1 Don’t have 
enough space in your e-mail inbox? 
Simply move large attachments on 
over to your PlayStation 2 hard drive. 
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GETTING RTED 
Getting the HDD and Ethernet Adapter up 
and running should be a piece of cake. U.S. 
PS2 gamers just have to connect the HDD 
and adapter to each other, insert them 
into the expansion bay on the back of 
the PS2, and boot up the system 4 
with the included utility disc inside. A 
minute and a half later the HDD and 
adapter are initialized, and the disk 
loads upgraded drivers for playing music 
CDs and DVD movies. Also, programs such 
as Real-Network’s RealPlayer 8, which 
plays MP3s and videos, will be installed. 
After that, you'll want to keep the utility 
disc around for system diagnosis and 
disk defragmentation down the road. 


ENHANCING THE GAMES 

Many of the games that have so far 
been announced to support the hard 
drive aren’t headed to the U.S., but 
it’s still interesting to note the 
different ways in which they take 
advantage of the new device. The 
following is a list of Japanese 4 


games that are confirmed to 
work with the HDD, most of —— 
which simply use the extra 

storage space to speed up load times: A- 

Train 2001: Train Kit expansion, Ace Combat 4: 
Shattered Skies, Atelier Lilly, Beatmania Il DX 5th 
Style, Capcom vs SNK 2 Millionaire Fighting 2001, 
Drum Mania 3rd Mix, Final Fantasy X, Guitar Freaks 
4th Mix, and Jade Cocoon 2. A-Train 2001: Train Kit is 
an add-on disc to the stand-alone game that 
released there this past March. It saves dozens of 
new vehicles to the HDD, and it offers the ability to 
take snapshots which can be saved to the HDD and 
sent to a PC or other PS2s via the Ethernet Adapter. 
Reportedly, Ace Combat 4 will let you save your 
game straight to the HDD, so you won’t need a 











game doesn’t 
really st 


the tect 





Memory Card. The highest-profile HDD- 
compatible title so far is definitely Final 
( Fantasy X. It takes a little less than 12 
minutes to install nearly 1.8 GB of 
data from the game to the 
\ drive, which slightly speeds 
up the load times for transi- 
tions to battles and cut-scenes 
(although they aren’t especially 
long to begin with). During the game, 
players can access the menu screen to 


disc as the data cache source. (For more 
information on what the HDD can do, 
see the section to the lower left.) 





BUT WILL THIS THING FLY? 

Until gamers use their PS2s to go 
online, the role of the HDD is really 
just to cut down on long load times 
during gameplay — not exactly a 

“must have” feature. Developers 
| will surely make more out of the 
§ device as time goes on, but Sony 

» still faces a serious problem: 
game makers can’t afford to 
= invest lots of time and money 
& into making great HDD games 
S» until a large number of players 
support the peripheral, and 
most gamers won’t buy the 
device until a large number of titles come along that 
really make it worth getting. It’s this “chicken-or-the- 
egg” situation that has doomed nearly every major 
console peripheral ever attempted, and if Sony 
wants to beat the odds, it will take a lot of marketing 
muscle and more than a little patience. 

With the HDD and Ethernet Adapter, Sony is 
promising a brave new world of gaming opportuni- 
ties. While it’s way too soon to tell if they can pull it 
off, you’ve got to admire the company’s track record 
for the past few years. If anybody can do it, they can. 











Visit the NEW PSM Online! 


@—W ur site has been in limbo since Daily 


A 0 } Radar (our previous host) shut down. 
am. But psmonline.com is finally back, and 
it’s better than ever! 

Now, there are already plenty of great 
places online to get daily game news, but 
PSM Online is different. Our site is a place 
where PSM readers can come together to 
see what’s going on behind the scenes here at 
the mag, and check out exclusive online 
columns, art downloads, review archives 
and a lot of wacky fun stuff that you can’t 
get anywhere else. 

For instance, you can download your 
favorite hi-res cover illustrations, check out 
Randy’s weekly Tip of the Month, play our 
funky Flash Quiz and then hop over to the 
forums to talk PS2 with other spiffy PSM 
readers. Tell ya what, us PSM staffers will 
even drop in now and again to see what you 
knuckleheads are saying! Whether we’re 











analyzing the current state of gaming or just 
whacking Randy with a tin, there’s plenty of 
stuff to see. 





Cte 


Beara es te eee eee eT 











A PSM Online is back in business! Ask Steve your PS2 
questions, download cool art or listen to Bill ramble on. 


elcome to our brand-spankin’ new Guest Column, 

RM MLR eR OR Se RD 
to talk about... well, whatever! For our first column 
we tapped Naughty Dog's jazzy Jason Rubin, and 
here’s what he had to say... 


Cool. | get to pretend to be a journalist for a day and write a 
PrareecUate (Sat SM Cel sl COM ULSI Me) MS CMLL 
testing! “What’s on you mind?” they asked. What's on my 
mind? The future looks bright for PlayStation2, that’s what! 


eee ee eM es RCL LL Se 
ELAS eee mC sM are Maelo Cl crete CLT 
Black, GT3, etc.), and when so much good stuff was on the 
way (Devil May Cry, Metal Gear Solid 2, Madden 2002, Final 
Fantasy X, Ico, Maximo, State of Emergency, etc.). | know that 
Tem A OURO Marcle Ranr- ne cR ON) VU et URN 
Pa WM EN eK ees Memon Ane ACRLSn et ean) 
believe me, so far, it looks like they are going to deliver! 


ett] na are VAR USO LU TN Pl s CROCUS RA 
hard!), on Jak and Daxter: The Precursor Legacy. There's so 
much good stuff coming your way from other developers 
and publishers, that frankly, we know the game can’t just be 
Ce Ma ON MCC eM RU ROM USCS) (004 
nate eM ULES eee RM UL AOU ACC) ce 
to shine and stand out to survive. 


That's the kind of market that gamers love, and frankly, | 
wouldn't wish it any other way. Hmmmmm, | seem to 
Pee LRSM COUR UNSEM Cen Paes Lome Lea AL] 
EUW Usa clelmetelt nee tae ete Leo 

i SCOR ATH =) AOC) Ost= ln LX) LA NN 


What else is on my mind? What happened to all that talk 
about how “hard” the PlayStation2 was to develop for, and 
MER aCMIE CUR e ene UOMeeN CM NCCE Ce 
to be better than second generation PlayStation2 software? 
NEM eM Samat SOME ene) miele 1c Redes Ng 


Oh, and one more thing: It was incredible seeing Jak & 
Daxter on the August PSM cover along with Solid Snake, 
Maximo, Tidus, and Dante. That’s quite a crowd to be 
holding court with. We'll try to live up to the honor! 
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WHAT YOU SHOULD 
BE PLAYING 
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Square: What’s Next? 


After FFX and their first film, wh 


ven a giant like Square 
a isn’t impervious to the 
videogame industry’s rocky 
times. The company recent- 
ly posted its first financial 
loss in years (close to $19 mil- 
lion) and Final Fantasy: The 
Spirits Within was a huge box 
office disappointment in the 









U.S. But Square, ambitious as 


ever, is preparing some of the 
biggest, and possibly most 
lucrative, projects ever under- 
taken by a game publisher. 
Square Pictures stands to 
lose a big chunk of its more 
than $140 million investment 
in the Final Fantasy film, but 


is the season to scare 

the pants off your fel- 
low man, and game mak- 
ers are more caught up in 
the spirit than anyone. It 
dawned on us that PS2’s 
game lineup this fall is quite 
possibly the scariest ever 
for any console, with the 
rising popularity of hor- 
ror-themed games inspiring 
titles in several different 
sub-genres. Following in 
the bloody footsteps of the 
recently released Resident 
Evil Code: Veronica X and 
Extermination, this season's 
grisly games include tradi- 
tional survival-horror titles 
like Silent Hill 2 and Alone 
in the Dark IV: The New 
Nightmare. The “action- 
horror” subset includes 
titles like Devil May Cry, Run 
Like Hell, and Jurassic Park: 
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at least some of those lemons 
can be made into lemonade. 
Out of that investment came 
a $45 million-dollar studio 
in Honolulu, and proprietary 
computer technologies which 
will drive future game and 
movie visuals. Furthermore, 
the film’s marketing blitz built 
on the worldwide recognition 
of the Final Fantasy brand, 
and Square gained attention 
for creating the first photo- 
realistic CG feature film. And 
future films should cost much 
less to produce since staff and 
equipment are now in place. 

The really good news is 
that Final Fantasy X is sell- 
ing insanely well in Japan. 
While the game cost $35 mil- 
lion to develop, it sold around 
2 million units in just its first 
four days, outpacing the 
launches of both FFVIII and 
IX. Square projects to even- 
tually sell 10 million copies 


Survival. There are also 
ghastly new adventure 
titles such as The Lost, Pro- 
ject Eden, and Evil Twin: 
Cyprien’s Chronicles, with 
games like Blood Omen II, 
Soul Reaver Il and Shadow 
Man: Second Coming getting 
ready to pounce. If night- 
marish shooters are more 
your thing, then get ready 
for Half-Life, Aliens: Colo- 
nial Marines, and the light- 
gun shooter Vampire Night. 





“| was hoping those PSM 
punks would choose the 
‘hard’ way...” 


of FFX worldwide, which 
would go a long way towards 
removing the nasty aftertaste 
of The Spirits Within. 
Upcoming games include 
the online-based Final Fan- 
tasy XI, Kingdom Hearts 
(Square’s Disney RPG), and 
PS2 remakes of Final Fanta- 
sy Vil, Vill and IX. Beyond 
that, Square is working on 
joint projects with Namco 





ere do they go from here? 


. 






and Enix for its PlayOnline 
service, the first of which we 
should see early next year. 
Finally, Final Fantasy XII is 
already in development, with 
a projected Japanese release 
date of March 2003. 
Hopefully, next year will 
see Square get back on track 
as its new projects heat up. 


These games roll out the 
red carpet for headliners 
like next year’s Onimusha 
Il, a new Area 57 shooter 
from Midway, and a curi- 
ous horror tale called 1906: 
An Antarctic Adventure by 
Darkworks, makers of 
Alone in the Dark. You'd 
better leave the light on! 











ET EV aS 


It’s getting weirder and weirder to 
live here in Japan. It used to be 
MEM Ce (oxy eee Mes eRe 
mostly on Dreamcast, but lately 
the PS2 seems to be taking up 
the mantle. Japan’s always liked 
its games a bit strange, but until 
recently, many of its oddest titles 
never made it out of the country. 
With certain recent titles, 
Lee AL ele) CM Com eMC IA e ky 
FCO eM euro 

UNM MM eral =m Cela) 
BF) o RTM lun elerce | Cee cll 
dipping below 90 degrees. But if 
we open the doors and windows, 
hordes of mosquitoes swarm in to 
feast on our sweaty flesh. Sony, of 
all companies, has seen fit to cap- 
italize on this with Ka, a game 
where the player controls a 
Mosquito and flies around a 
house, basically terrorizing its 
Coleat) oF 14) om a= UAV =[ 04) 

Even Saru Getchu (Ape Escape 
MUM RMA CM CCUM P2102) 
turn. Now you don’t catch the 
Tie eM O RSet e 
FFT AM Cre MM Melt eV T TANYA 
but I’m not a big fan of how you 
trail the pants around behind you 


Sete) OULU eR | 
vulnerability and spoils the fun. 
Ah well, onto the retail report... 


aN te ecm ea 
SS RU UN oR 
Cooley Rm eM Coste) ACL) 
Fantasy X. Hyped endlessly on TV 
and in the newspapers, as well as 
PCa bee case (Ue oy 
lan Meare lem ele) LUN 

aM al USM Ee 
corporate buttons to give their 
game a boost. Compatible with 
MPM ieee M el mellem VALS 
currently only available to buy 
online), Final Fantasy X is selling 
out everywhere. And happily, last 
month's drought seems to be 
over, with eight of the top 10 
Fe] SMO] 8211 (0) 
The quirky Ape Escape 2 and Ka 
are in second and third place 
respectively, with G73 heading the 
list. (Of course, the sales of FFX 
are too new to be included 
below.) Let the good times roll! 


. Gran Turismo 3 (Sony CEI) 
. Piposaru 2001 (Ape Escape 2) 
(Sesh yd 
. Ka (Sony CEI) PS2 
. Shadow Hearts (Aruze) PS2 
. Harvest Moon 3 (VIS) PS2 
. Jikkyou Powerful Pro Baseball 
2001 (Konami) PS 
. One Piece (Bandai) PS 
Pee Ae eMO lM M Cre 
Testuya (Athena) PS2 
9. World Soccer Winning 
Eleven 5 (Konami) PS2 
10. Lily's Atelier (Gasto) PS2 


Source: The PlayStation, August 

















EXPLORE VAST WORLOS IN SEARCH OF 
POWERFUL POTIONS, WEAPONS ANO CLUES, 
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PLAY MINI-GAMES AND UNGOVER 
INCREDIBLE SUB-WORLOS, 


FATE MADE THEM FRIENOS 
deSTINY WILL Make Them LEGENOS, 


A mysterious girl arrives from the heavens with a mesaage of impending doom. 


Mild Animated Violence 
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Use of Tobacco 
and Alcohol 


PlayStation 





SUR RUC en MOA tora rT ek meee Cerra (ong eh 


Mia ERA On YO Oe Rs Ame orl aT OTM TM ATT eT acon 


nance 
Tales of Destiny® Il & © 2000 Namco Ltd., All Rights Reserved. ©Mutsumi Inomata. PlayStation and the PlayStation logos are registered 


trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the interactive Digital Software Association. WWW.NAMCO.COM 


Cross-Platform Gaming 


Can PS2, Gamecube and Xbox play together nicely? 


ost people agree that 
Lu online gaming is set to 


become a major selling point 
for next-generation consoles 
in the near future. But will any 
system have an advantage 
over the other? The online 
playing field seems to have 


> In the future, 
it may not matter 
which system sits 
in your room as 
games will play 
across them all. 


been leveled as more and 
more publishers announce 
plans to develop their titles 
across multiple platforms, to 
sell to as many players as 
Possible. In that case, a big 
part of the online gaming 
battle will be which console 
can get the hottest new online 
titles up and running first. 


Ase tel t= 





Square’s Hironobu Sakaguchi 
offers a good example of this 
recent trend, saying “In order 
to gain as broad an audience 
as possible, we will release 
Final Fantasy XI across other 
consoles in the future [after 
PS2 and PC]. If we want to do 


financially well online, we 
need to exist across all 
consoles.’ Sega echoes this 
view in its “platform-agnostic” 
strategy, having already 
implemented online play in 
Japan for card and parlor 
games across Dreamcast, PS2 
and PCs. Another Dreamcast 
title poised for multi-platform 


een eee) eC tey 


$T: Deranged, maniacal serial 
killer with flaming head 


ST: Became a killer after 
fruitless search for his father 


KK: |lliterate chain-smoking tax 
cheat, goes on benders 


KK: Disowned by father after 
not becoming a rabbi 


ROUND TWO: Enemies 


ST: Preacher, other Twisted 
Metal combatants 


ST: Longs to kill Preacher for 
cursing him 


KK: Gabbo, IRS, Sideshow Bob, 
Fat Tony, Luke Perry 


KK: Fakes his own death to 
evade IRS 


ROUND THREE: Combat 


ST: Ice Cream Truck launches 
missiles, other projectiles 


$T: Ice cream truck transforms 
to upright kill-bot 


KK: Attacks consist largely of 
seltzer water and pies 


KK: 65 ton Canyonero is “12 
yards long, 2 lanes wide” 





TCC 
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online play is Phantasy Star 
Online, and currently in Japan, 
Capcom Vs. SNK II is pitting 
arcade players against PS2 
and Dreamcast owners. 

Sega has been a driving 
force in online gaming, first 
through the Dreamcast and 


< 


now as a kind of “online evan- 
gelist”, preaching the values of 
the internet to Sony, Nintendo 
and Microsoft. The company 
will continue to be a big player 
thanks to its highly respected 
NFL and NBA franchises (from 
developer Visual Concepts), 
which should make big waves 
when they go online. While he 








is the 





Which Sys 
est? 


wouldn't confirm online play 
for this year’s versions, Greg 
Thomas, President of Visual 
Concepts, told PSM, “We 
believe that the future of 
sports games is online and we 
plan to be the first ones to 
take our consumers there” 


Although we still await confir- 
mation of U.S. online support 
for these and other multi- 
platform online games, PS2, 
with its large installed base 
and networking coming this 
fall, is the lead candidate to 
get many of these games first. 
We'll be updating this situation 
regularly as things develop. 


stem 


Internet mudslinging heats up 


intendo and Microsoft 

have yet to launch their 
opening salvo, but the next 
generation console war is 
already in full effect. Right now 
the front lines are on the 
internet, where fanboys battle 
on videogame message boards. 
Since this continues to be such 


“People care 
about GAMES — 
hardware is just 
means to an end” 





a hot topic, we here at PSM 
thought we should offer our 
take on how these systems 
stack up. We’ve spoken with 
numerous developers to get a 
true view of how the systems 
stack up to each other, and 
here’s what we’ve discovered: 

Each system has its own 
strengths, but most agree that 
Xbox wins out in terms of raw 
power. PS2 and Gamecube, 


while very different, balance 
out fairly evenly overall. 

What Xbox doesn’t have is 
the games. PS2 has the most 
developer support by far, in 
terms of both quantity and 
quality. For the most part, the 
“RK” teams are working on PS2 
titles. Nintendo is Nintendo, 
and will no doubt create some 
truly great games over the next 
few years. However, Gamecube 
comes in last when it comes to 
third-party developer support. 
As with N64, it probably won't 
offer the best variety of titles. 
And don’t underestimate 
public image. Sony and Play- 
Station are both seen as cool 
brands, while Nintendo is 
viewed as kiddie fare and Xbox 
is a complete unknown. 

The bottom line is that 
people care about the games; 
hardware is just a means to an 
end. For the foreseeable future, 
PS2 will have the most, and 
best, titles of the bunch. It’s 
gonna be a great fight, though! 








— 





Without warning, it came down from the sky. A dark, mysterious force unleashed by an evil spirit. The tranquil village of Norune was 
no match for such immense power. In the blink of an eye, destruction was complete. But amid the ruin, there is hope. A brave young 
warrior, Toan, armed with only a magical gem, faces the ultimate task of rebuilding the world. Venture with him deep underground to 
discover clues and gather vital elements of life—trees, rivers, houses and more—that will help restore civilization. Epic battles, 
macabre demons and daring rescues lie before you. As does the fate of the world. Will rubble be eternal? Or will it flourish once again? 
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Comic Mischief 


and Violence 
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Blood and Gore 
Violence 














Celebrate the 5th anniversary of the most terrifying game series 
ever as it mutates onto the PlayStation®2 computer enter- 
tainment system. Join Claire Redfield, as she searches for her 
DUES EU An RR Ren ee 


Umbrella Corporation. Flesh eating zombies and bio-tech 
monstrosities haunt your every move. As an added bonus, this @ 
special edition includes never-before-seen cut scenes and 
an interactive demo of the highly anticipated, Devil May Cry. @ : 


PlayStationee 
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This is your one-stop spot to get a handle on the best stuff headed our 
way. Please keep in mind that release dates are always subject to change. 


sets Dit aes irs. 
Ace Combat 4: Shattered Skies Air Combat 
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Aliens: Colonial Marines Action EA 
TITLE GENRE PUBLISHER Crash Bandicoot: Wrath of Cortex Mau Universal 
a ES IS ra Rea) 2 Dark Summit Action THQ 
: seed, Deus Ex ead Eidos 
yr eenie Devil May Cry Action Capcom 
nae Drakan Il Action Sony 
Pe Dropship Action Sony 
ere ESPN NBA 2Night 2002 BY Te) cy Konami 
pore ESPN Int. Winter Sports 2 Sports Konami 
palin ESPN Hockey Night 2002 RY Tg Cy Konami | 
pe Eve of Extinction rXet Eidos | 
hoa F1 2001 Perens EA Sports | 
perean FIFA Soccer 2002 RY Tey gc) EA Sports | 
ares Frequency Music Sony ' 
pene Frogger: The Great Quest y Va (ei) Konami 
pares H2Overdrive Racing Crave 
vies Herdy Gerdy Action Eidos 
Aare James Bond/Agent Under Fire Action EA 
peal Jimmy Neutron Boy Genius Action THQ 
pes Jurassic Park Ill: Survival Action Universal 
Pre Kinetica Racing Sony | 
Racin Legend of Alon D’ar RPG Ubi Soft j 
= are MGS 2: Sons of Liberty Yat Konami | 
sctheg Monsters, Inc. Fern Sony 
cas NBA 2K2 Cay SEGA | 
ieee NBA Live 2002 Plat EA Sports | 
pees NBA Shootout 2002 Sports Sony | 
Ae NCAA Final Four 2002 BY Te) gc) Sony | 
ae NCAA Gamebreaker 2002 Sports Sony | 
. NHL Faceoff 2002 By Ta cy Sony | 
baad Pirates of Skull Cove Pic EA j 
eo Police 911 Xai] Konami | 
aad PRYZM One: The Dark Unicorn it TDK Mediactive | 
se Rayman M et Ubi Soft 
Rubu Tribe Pie Interplay | 
Silent Scope 2: Dark Silhouette Action Konami i 
The Simpsons Road Rage Action EA 
SOCOM: US Navy SEALs Action Sony | 
SSX Tricky RY Te) ac) EA Sports | 
Star Trek: Shattered Universe Action Interplay | 
GENRE PUBLISHER Tetris Worlds en THO 
ree Tony Hawk’s Pro Skater 3 By acy Activision i 
ard Top Gun Um ey g Titus | 
ore Tribes Action Sierra | 
Peet Twisted Metal Black Online Action Sony | 
ees Vampire Night Shooter Namco | 
es Wizardy Forsaken Land RPG Atlus | 
WWF SmackDown! “Just Bring It!” Aft THQ 


RPG 
PR Tay 
aN) 





Age of Empires Il: Age of Kings 






Biri 


pee 


Konami 










jon * Arctic Thunder LE Ye nr Midway j 
¥ Blood Omen II: Legacy of Kain Action Eidos | 
rd & > £& H 0 Step Grandia 2 Ett] Ubi Soft | 
3 a : Jak and Daxter: Precursor Legacy H:Xai(ui) Sony | 
j The Lost TCS Crave | 
: f Max Payne Pacey) Rockstar | 
Maximo Pied Capcom 
No One Lives Forever Action Sierra 
P.O.W. Escape From Colditz Castle Stay) Codemasters 
Star Wars Racer 2: Racer Revenge ML Claur LucasArts 


L pic i Pe ee Fe 
Like Final Fantasy Tactics, Hoshigami is a turn-based strategy-RPG. 








Super Runabout: New York 
The Weakest Link 








Racing 
Trivia 
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Interplay 
Activision 











Here’s a look at some of the hottest new 
gear that everyone’s talking about 


$225/Currently available only in Japan 


Few art books have the stunning 
character design and wondrous 
fantasy-based environments to 
match works like H.R. Giger’s 
Necronomicon | and II and The Doré 
Illustrations for Dante’s Divine 
Comedy. But if the world of 
videogames was to put forth its 
equivalent of such visual splendor, 
the Final Fantasy series immedi- 
ately comes to mind. And what i 
better source for such artwork B 
than Yoshitaka Amano, the Bs 
acclaimed independent artist 
that has driven the visualization of much of series. 
While Square has released other books on 
Amano's FF artwork, The Sky: The Art of Final 
Fantasy is a comprehensive, limited edition box set 
collection comprising more than 700 pages of 
sketches, paintings, and design. In its three volumes 


10/16/01 

Say what you will about Jar-Jar and 
Midi-chlorians, but this 2-disc set 
features more than six hours of 

| extras: New and deleted scenes, 
interactive featurettes, behind-the- 
| scenes footage, and running com- 
mentary from Lucas himself. 





2. Terminator: Special Edition 10/02/01 
3. The Godfather Collection (5-disc) 10/09/01 
4. The Mummy Returns 10/02/01 
5. Shrek TBA 

6. Scooby-Doo and the Cyber Chase 10/09/01 
7. Colors 10/02/01 
8. American Ninja 10/02/01 
9. Masters Of The Universe 10/02/01 
10. Running Scared 10/02/01 

































Tricky features two new courses (all 
the others are drastically 
redesigned), and a new trick system. 
Expect a lot in November: SSX got 
PSM’s only 10/10 score aside from 
GT3 and Madden 2002. 


The most recent build, with the ; 
“mission-based” structure, shows off 
some new areas (one’s underwater!), 

skills, items and weapons upgrades ; 
(which you purchase), and Dante’s 
alter ego is revealed. It’s 

due out in November. 





Japan’s had it since July 19, but FFX 
won't land on U.S. shores until Q1 
2002. That's about six months to spit 
and polish the English voice acting 
and any other tweaks to this already 
; stunning title. 


there’s also some exclusive Final Fantasy X art, along 
with some other extras, and a fourth volume with an 
intimate biographical portrait of the artist. 
Unfortunately, The Sky has not yet been confirmed 
for the U.S. But even if you can’t read Japanese, the 
big draw of these books are all the purty pictures. 





On November 13, hang your head 
high since stateside gamers will get 
first crack at PS2’s #1 game before 

the rest of the world. However, this is 
largely because of the buying frenzy 
around Thanksgiving. 





With 10 huge areas to explore, 3 
original bosses to take down, and 
absolutely no load times to interrupt 
the experience, J&D, due in 
December, looks to be a winner. 


10/05/01 
Firefighter Ah-nold Schwarzenegger 


takes matters into his own hands 
when international terrorists kill his 
family. Expect clever catch-phrases. 





There’s no confirmation that even the | 
arcade version will be out this year. 
But 74 PS2, due probably in spring 

2002, will feature new evasion 
moves and counters, and interactive, 
possibly multi-tiered levels reminis- 
cent of DOA 2: Hardcore. 





2. Bones 10/26/01 
In a role he was born to play, Snoop Dogg is the murdered Jimmy 
Bones who returns 20 years later to rid his hood of unwanted suckas. 


3. Halloween: The Homecoming 10/31/01 
What will they think of next? Michael Meyers starts offing a bunch of 
snot-nose punks who host a chat from his house in Haddonfield. 


4. K-Pax 10/05/01 


| 
| 
Appropriately played by Kevin Spacey, Prot is a mental patient who 
insists he’s from the planet K-Pax in this sci-fi/fantasy drama. 


5. Bandits 10/12/01 
Two bank robbers, Bruce Willis and Jolie's beau Billy Bob Thornton, 
fall in love with the girl they kidnap. 





Last issue, Neversoft let us in on the 
million point combos you can drop on 
opponents online. As we speak 
they’re perfecting the already 
impressive online (and single-player) 














gameplay for the November release. 


Currently, the arcade version is on 
test in a very small handful of 
arcades in the U.S. There’s been little § 
concrete information on the PS2 
version of late, but we're expecting & 
it around February of next year. 





» While Universal will self-publish 
Crash titles on several platforms, the 
; PS2 version (due in November) by 
Traveler's Tales, has looked 
increasingly attractive. 





SR ee . 
Spgs \ z j laximo: Ghosts To 


Capcom's unofficial homage to 
Ghosts ‘N Goblins has been pushed 
back to the first few weeks of 
January. The team is busying itself 
with polishing the later stages and 
finalizing level-based play mechanics. 


PL 
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THE REVOLUTION 


IS HERE 





“THE FUTURE OF FIRST-PERSON SHOOTER 
GAMES |S SITTING ON STORE SHELVES IN 
A PACKAGE MARKED RED FACTION! 


—Associated Press 


GEO-MOD" TECHNOLOGY “THE NEXT STEP IN THE 
Layee i) cl ia tal and EVOLUTION (eo) = VIDEOGAMES Hf 
rofl olrasiesretral See 


first person shooters by opening up 
CRU CMC miei dl |i 


‘IT’S GAMES LIKE THIS YOU 
BOUGHT A PLAYSTATION® FOR? 
—Electronic Gaming Monthly 


“RED FACTION IS ONE GAME 
THAT EVERY PLAYSTATION2 
OWNER SHOULD OWN!» 

—New York Daily News 





Don't fight the convoy...just destroy the bridge. 


THE VEHICLES MULTIPLAYER YOUR ARSENAL 
ere aerate LC: Wage war in 2 player split Unleash 15 weapons of 
sea and air vehicles. Tet (ld Ets (inated l 
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ALSO AVAILABLE ON: 








DS eTd 
athe : 
ME www.redfaction.com 
Blood and Gore Red Faction—Game and Software © 2001 THQ Inc. Developed by Volition, inc. Red Faction, Volition, Geo-Mod, THO and their respective logos are 
trademarks and/or registered trademarks of THA Inc. All Rights Reserved. “PlayStation” and the “PS” Family logo are registered trademarks of 
Cel ews Sony Computer Entertainment Inc. Mac and the Mac logo are trademarks of Apple Computer, Inc., registered in the U.S. and other countries. 





MIDWAY 


www.midway.com 


COMING THIS FALL. 


Mild Violence 
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32 > Madden NFL 2002 (PSe) 
37 > Madden NFL 2002 (PS) 


4 > NFL GameDay 2002 
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OUR SCORING SYSTEM 
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> WHY? 
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MUST-BUY 

















ARE) CR tm Ui R eM ona 
We spend hours upon hours play- 
BCscy tiscali UL 
best information to help you buy. 
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PUBLISHER 
EA SPORTS 


e don’t slap a 10 on just any game here 

at PSM, but when one earns our highest 

score, we'll gladly give it away. After 
playing last year’s phenomenal PS2 original, we 
didn’t see too many ways to improve upon the newly 
crowned “best football game ever”, but apparently 
Tiburon did. In fact, the developer actually enhanced 
its already astonishing football game, making it 
an even deeper, more enjoyable experience than 
before and also a game that richly deserves our 
highest score. 


aod WU aetna} nl 


> rere NFL 2001 (PS2) 
> Madden NFL 2002 (PS) 

> NCAA Football 2002 (PS2) 
> GameDay 200! (PS2) 


Cai a 
9 out of 10 
9 out of 10 
2 out of 10 


‘(DEVELOPER [#0F PLAYERS | a 


[ESRB RATING — 
EVERYONE 


ae 


a 


4 The size of the players now varies as much as it does in real life, so you won't see any punters built like linebackers. The 
Emule Cc mae eee UMMC a CRU MCr Myke item 


PMR MU mR A OUR UMC EMU Cw lamer la Men Ras mascle ele 


For starters, the graphics look even better than last 
year. Although most of the changes are cosmetic, 
these little improvements make a huge difference. 
Player faces, animations, and even models are much 
more lifelike. Add to that more characters on the 
sideline and new replay cameras, and you've got the 
finest looking football game ever made, hands down. 

Madden gameplay is getting better every year. 
While we tend to celebrate the new additions to this 
series, the core of Madden is still awesome gameplay. 
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What really impressed us the most this year was the 
sheer amount of depth added to this title. We can 
reasonably say that if you’re a huge football fan, you'll 
still be playing this game by the time Madden 2003 
rolls around. Along with the brilliant Madden Cards 
and the franchise mode, Tiburon has also added a 
treasure chest of new goodies that aren’t just 
worthless add-ons. 

The first add-on that we really loved was the Two- 
Minute Drill. This quick-play mode gives points for 
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well executed plays on both offense and defense. football fans will learn new strategies. 
Play this mode enough, and you'll become a master Maybe next year we'll look back at Madden 2002 
of late game heroics in no time. and it will seem archaic compared to the new version. 

Even more worthwhile is the new training mode, Right now we can’t see it — but we're putting our 
John Madden actually walks you through the game’s money on Tiburon to prove us wrong again. 
many play sets and individual plays. Even hardcore > Dan Egger 
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he once A-list GameDay franchise has certainly 
lost some luster in recent years, and for many 
has become a backup football game. We're not saying that 
GameDay 2002 is horrible. In fact, it has many things we 
like. It plays remarkably fast and the running game is 
strong. We also love the instant replays that include 
telestrator illustrations and the music during kickoffs. It’s 
little touches like these that make a football game feel fun. 
However, GameDay 2002 gets bogged down with a 
number of problems that keep it from becoming a great 
football game. The most pronounced of these are notice- 
able Al holes. For example, receivers coming out of the 
backfield are often uncovered with no defender within 15 
yards, A smart short passing strategy can make the 
computer look silly. The gameplay is, for the most part, 
strong, but Al problems like this (among others) spoil the 
overall experience. 
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Beside the gameplay issues, there are a host of little 
things that hurt this title. The commentary sounds like two 
guys reading off cue cards, the play calling menus are 
counter-intuitive, and the game simply doesn’t have the 
depth of Madden 2002 on PlayStation. 

It's this last issue that hurts the most. GameDay has 
everything a football game might need, if it weren't for 
Madden. With Tiburon loading up its football franchise with 
new features, it makes it look as if GameDay is standing still, 
even though it isn’t. Unfortunately, it just doesn’t have the 
features, presentation, polish, or replay value to keep up. 
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If you absolutely must have two PSone football games this year, Gameday 
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uirky is a word used to describe a lot of puzzle 


rQ| games that come out of Japan, but it doesn’t 
even begin to do justice to One Piece Mansion. Its premise 
sees players managing an apartment building with the aim 
of keeping stress levels down — a distinctly “Tokyo” 
concept, if there ever was one. 

Despite its sim-like trappings, however, it’s still very 
much a puzzle game, as each apartment occupant emits 
positive or negative stress in different directions, and finding 
the best way to put them all together in harmony is the real 
challenge. There are even some minor action elements 
introduced in the form of trouble-making tenants, who 
must be scared back into their dwellings before they start 
fires or perform other stress-increasing acts. 

lt may sound simple enough, but in execution it can be 
quite overwhelming. The best puzzle games are simple 


enough to jump right into, but gradually progress in 
challenge to build lasting appeal. One Piece Mansion, on the 
other hand, starts out mind-numbing and only gets 
tougher. The overall concept also seems to cave in to repet- 
itiveness all too quickly. The feeling of “doing chores” sets in 
after only a couple of levels. 

Nevertheless, the game's premise, though flawed, isn’t 
without its charm. So if you're one for seriously cerebral 
challenges, you may want to give it a shot. Just prepare to 
be every bit as stressed as your sprite-based renters. 





Despite being a unique and fun-to-watch puzzle game, Once Piece Mansion’s 
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few rounds. Even MENSA members will bend under its challenge. 
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s a huge fan of the original arcade game, and 

the PS2 version, | must admit that I’m 
somewhat disappointed with this sequel. Although Silent 
Scope 2 accurately imitates the experience of the first 
game, it doesn’t really do anything different or drastically 
new, making it feel more like an expansion pack. 

This shouldn't suggest that there isn’t anything new in 
SS2, though. Fans will be treated to a wide variety of new 
levels, ranging from snow-covered mountains to thick and 
dangerous jungles. The enemies and bosses are also quite 
challenging — if not cheap. Most importantly, SS2 offers a 
few new features, such as a 2-player i.Link mode and some 
hidden cheats, which increase the game's depth and replay 
value a little. 

Even with the extras and additions, however, SS2 won't 
last you very long. You'll easily finish it in a day or less, 
unless you suffer from extreme frustration, which is 
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possible, due to unfair bosses. Defeating many of 
them quickly and with little loss of health often times 
seems to depend upon luck, even if you discover their 
fighting pattern! That's kinda cheap... 

Aesthetically and gameplay-wise, SS2 remains identical 
to the first, and without any type of sniper peripheral 
support, of course: target your enemies with your imprecise 
scope, and take them out as quickly as possible. 

So with a slightly trite and short game experience, and 
overly difficult bosses, you might want to think twice before 
making a purchase. 
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Silent Scope 2 is still a fairly enjoyable title. However, there really isn’t 
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TIME CRISIS Ii 
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Better than the arcade in many ways 


es, it's been a long time coming, but 
Namco's much anticipated Time Crisis II 
has thankfully been worth the wait. 
While the main game itself might not be very long, 
the variety of situations and action it presents is 
second to none. One moment, you're slowly making 
your way up a steep road while barrels are rolling at 
you, while the next you're blasting enemies while 
speeding down a canal in power boats, or making 
your way across the top of a speeding train. 

The intensity is heightened by the ability to duck 
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behind environmental objects, in order to evade 
enemy fire and reload your gun. Plus, the game 
also puts a unique spin on two-player action, 
by having both characters take separate paths 
through each level. 

To make up for the arcade mode's shortness, 
Namco has generously included the incredibly fun 
"Crisis Mode". It's loaded with missions that present 
some pretty challenging objectives, and in its own 
way can be even more fun than the main game. 

The split-screen mode is a nice addition, but can 
make enemies hard to spot. Namco has thankfully 
included a two-screen i.Link mode, though how many 
people will ever use it is debatable. 

Though the game can seem overly difficult at its 
default setting, this thankfully doesn't keep it from 
being loads of fun. If you love lightgun shooters, this 
is one you've simply got to have. 

> Randy Nelson 
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t’s taken four long years, but Konami is finally 
giving us a second Castlevania game on PSone. 
Unlike 1997’s Symphony of the Night, Castlevania 
Chronicles returns the series to its roots, dropping the RPG 
elements in favor of simpler level-to-level action. 
Chronicles was originally released as Akumajou Dracula 
(Demon Castle Dracula) in Japan in 1993, on an obscure 
computer called the X68000. For the game's first U.S. 
outing, Konami has included an “Arranged” mode with 
spiffier graphics that are maybe a wee bit better than Super 
Castlevania on the Super NES. The soundtrack is made up 
of classic Castlevania tunes, and the sound quality is fine 
The action itself is pure classic Castlevania — you walk 
across the screen whipping monsters, jumping on 
platforms and grabbing pick-ups. This series has a history 
of being tough, and while old-school gaming veterans 
won't mind so much, newer gamers may find it harder to 
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deal with the occasional frustrating stage. While the levels 
are mostly new (a few scenes are borrowed from other 
games in the series), there's almost nothing here that 
Castlevania fans haven't seen before. 

Despite the “by-the-numbers” approach, however, the 
game is a blast to play. For hardcore fans, it’s also interest- 
ing to see how this “lost Castlevania” fits into the series’ 
history, since a few levels introduce scenes that reappear in 
later games. Chronicles isn't the best game in the series, 
but it's a very solid entry — and priced at a measly $20, 
how can you go wrong? 
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ho’d have thought that Sony and DeepSpace’s 
first stab at the survival horror genre (they dub 
it “panic action”, but we know better) could actually eclipse 
Capcom's mighty Resident Evil series in some respects? 
Extermination does just that, introducing several refreshing 
play mechanics and pumping up the action considerably. 
Unlike his RE counterparts, the game's main character 
is one dextrous dude. He can jump, shimmy along edges, 
swing from overhead bars, and jump between ladders, 
among other actions. He also moves in whichever direction 
you press the analog stick, rather than the slower “turn, 
then move” method used in the RE games. Excellent level 
design compliments the control, and the game's creepy- 
yet-high-tech atmosphere serves as icing on the cake. 
The gun upgrade system also deserves special praise; 
from the flashlight that scares away smaller enemies to the 





variety of first-person targeting scopes, it’s just plain cool. 
Graphically, the game looks really good, with some 
exceptions. On the upside, it has good-looking environ- 
ments, well designed characters, downright freaky 
monsters, and a solid framerate. Unfortunately, there are a 
few areas where you'd swear the visuals aren't quite 
finished and some of the voice acting is almost unbearable. 
Thankfully, neither of these flaws is big enough to 
seriously harm the otherwise excellent experience the 
game delivers. 
> Randy Nelson 
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refreshing play mechanics (and heck of a lot 
more action) to the genre. 
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one, but not forgotten, are the days of axe- 

wielding, mead-drinking berserkers with 
horned helmets and braided beards. And while we gamers 
aren't usually the heartiest of men, Viking life appeals to 
our collective subconscious, something that Human Head 
capitalized on with Rune for PC. Unfortunately, despite 
extra levels and new enemy types, the PS2 port has a little 
less hair on its chest. 

Texture detail, character modeling and the framerate 
have all taken hits in the conversion. Graphically, Viking 
Warlord doesn’t do the fairly well-designed, interactive 
levels justice. Spanning more than 40 environments across 
various terrain, the implementation of excessive platform- 
ing (trampolines!), puzzle-solving and exploration seems 
out of place in a hack-'n-slash. Also, the split-screen multi- 
play for up to four is somewhat marginal. And frustrating- 
ly long loading times await you at the outset of each level 


and after you die, making seamless gameplay and continu- 
ity almost impossible. 

If you can suspend your disbelief, the single-player 
game progresses nicely through the epic story with plenty 
of frenetic action and cryptic cut-scenes. The solemn voice 
acting and atmosphere are rarely overwrought to the point 
of being campy, and a brassy, Conan-like score sets a lofty 
tone throughout. The control is quite intuitive after the 
adequate tutorial and there are plenty of weapons with 
added rune powers. In all, Rune: Viking Warlord is a decent, 
although flawed, hack-‘n-slash. 
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> Tommy Layton 


SCORE Jk 


<i) 


[== 74} 100% INDEPENDENT PLAYSTATION MAGAZINE > #50 OCTOBER 2001 > WWW.PSMONLINE.COM 





| ra RT Re MRS NN ome ee Cette em ee] 
deep story and varied environments, in spite of graphics and framerate hits 
from the PC conversion. 
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MADDEN NFL 2002 


s the PlayStation 2 continues to grow in 
popularity, the lion’s share of developer 
attention will inevitably turn to Sony’s 
newest console. That doesn’t mean, however, that we won't 
still get great games for the PlayStation. Take Madden 
2002, for instance. It certainly doesn't match up to the 
graphics of its gorgeous PS2 brother... but nobody expects 
it to. It does, however, live up to the depth and playability of 
that awesome football game, which is a true gift to all those 
who haven't been able to upgrade to a PS2 yet. 
Like the PS2 version, along with the fantastic Madden 
gameplay, you get a franchise mode, Madden Cards and 





two new features that add countless hours of gameplay. 

The first is the Two-Minute Drill mode that tests the 
skills of players in tight, last-minute situations and scoring 
them based on how well they perform. 

In the Training mode, John Madden himself walks you 
through plays and play sets, telling you what situation each 
is best for By the time you're done, you'll be raring to take 
on anyone and everyone. 

This is one of the few sports games ever made for the 
PlayStation that will keep you coming back time after time. 
If you don’t have a PS2, then this is the best way to go. 

> Dan Egger 


ed 


There may never be another PlayStation 


FIN AL rYe1y) 1 /10 are homy PU em ee) 














| [PUBLISHER i a ees 


: ESRB RATING =| 





ood 


TALES OF DEST IN Y2 


oasting a near complete facelift from its 

predecessor, any RPG fan’s first impression 

of Tales of Destiny 2 will be that it’s a par- 
ticularly nice-looking game. Wonderfully detailed 2D sprite 
characters and colorful, pre-rendered town and dungeon 
environments show off a flair for graphics that Namco is 
known for in other genres. But it's the cast of characters 
and battles that are ToD2’s real strengths. 

All combat takes place on side-view 2D screens on 
which you're able to control up to four party members, or 
you can opt to plug in more controllers and assign each 
warrior to a friend. Either way, the combat system works like 





a 2D fighter with combos that level up your Skills and 
summons. While this may sound complicated on paper, a 
little practice makes it second nature. 

The game's strongest suit is ultimately its cast. There's 
the obligatory reluctant hero (Reid), his plucky love interest 
(Farah), and a cute, mysterious stranger (Meredy). Despite 
a somewhat generic plot, Namco's humorous and 
endearing dialogue makes the adventure a wonder to play. 
While the random battles happen a little too often and the 
vocal tracks can be bad at times, the characters truly make 
this a treasure for RPG fans. 

> Francesca Reyes 
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things that make ToD2 such a memorable 
RPG after it’s all said and done. 
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A Sidescrolling rete are an unique challenge, but the solid cast of characters and storyline make it a worthy struggle. 
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49 Sep-01 | Armored Core 2: Another Age Action 
49 | | Sep-01 EA Sports Rugby | 7 Sports 
49 Sep-01 Gundam: Journey To Jaburo 4 | Action 
49 | Sep-01 Nascar Heat 2002 7 | Racing 
49 | Sep-01 NCAA Football 2002 9 | Sports 
49 | Sep-01 Saiyuki: Journey West 8 | RPG 

49 Sep-01 Test Drive Off-Road — Wide Open 7 Racing 
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Another Age really doesn’t offer players anything too new, but if you enjoyed 
AC2, you should probably pick up this one, too. Also, if you never had a chance 
to play AC2, and have some interest, check this one out. 


Not as technically advanced as EA's best sports titles, but a lot of fun 
nonetheless, and a nice surprise for all you rugby fans out there. Now if we 
just knew what argy-bargy means... 


While the story is quite entertaining, and the cut-scenes interesting and true to 
the anime, the gameplay is pretty horrible. Journey ToJaburo is recommended 
only for the most hardcore Gundam fanatics. 


With five different modes, colorful, detailed cars, a great replay feature (don’t 
forget that Chassis Cam!) and plenty of racing action, NASCAR Heat is the one 
to beat. Y’all go buy it, you hear? 


This game plays just as good as the Madden franchise, but it looks even better in 
some respects. 


An enjoyable (and mythologically correct) romp through chinese legends in a 
charming strategy RPG with all the trimmings. 


This third Test Drive Off-Road game is easily the best yet for the series. It looks 
great and plays well, although it can sometimes feel a little too confined for a 
“wide open” racing adventure. 
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Alone In the Dark 

Bloody Roar 3 

CART Fury 

Dave Mirra: Maximum Remix 
Escape From Monkey Island 
Final Fantasy Chronicles 

Fur Fighters 

Motor Mayhem 

MX 2002 

Scariest Police Chases 

Twisted Metal Black 

Cool Boarders 

Crazy Taxi 

Dark Cloud 

Gauntlet Dark Legacy 

Gran Turismo 3 

Heroes Of Might And Magic 
Klonoa 2: Lunatea’s Veil 

MLB 2002 

MTV Music Generator 2 

Red Faction 

Star Wars: Bombad Racing 

The Simpsons Wrestling 

Tokyo Xtreme Racer O 

Aladdin In Nasira’s Revenge (PS) 
All Star Baseball 2002 (PS2) 
Army Men: Green Rogue (PS2) 
Army Men: Sarge’s Heroes 2 (PS2) 
Army Men 2: Air Attack (PS2) 
ESPN MLS Extratime (PS2) 
ESPN National Hockey Night (PS2) 
ESPN NBA 2night (PS2) 

High Heat Baseball 2002 (PS2) 
Mat Hoffman's Pro BMX (PS) 
Quake II| Revolution (PS2) 
Rainbow Six: Rogue Spear (PS) 
Rumble Racing (PS2) 

Time Crisis: Project Titan (PS) 
Triple Play Baseball (PS2) 

4X4 Evolution (PS2) 

Army Men: Final Front (PS) 
Dance Dance Revolution (PS) 

F 1 Racing Championship (PS2) 
High Heat MLB 2002 (PS) 
Metal Slug X (PS) 

NBA Hoopz (PS2) 

NBA Shootout 2001 (PS2) 
Point Blank 3 (PS) 

Strikers 1945 (PS) 

Tiger Woods PGA Tour 2001 (PS2) 
Triple Play Baseball (PS) 

Unison (PS2) 

Vanishing Point (PS) 

Warriors Of Might & Magic (PS2) 
Bowling (PS) 

Darkstone (PS) 

Fear Effect 2: Retro Helix (PS) 
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Ring Of Red (PS2) 

Shadow Of Destiny (PS2) 
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Winback: Covert Operations (PS2) 
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Aqua Aqua (PS2) 

ATV Offroad Fury (PS) 
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Donald Duck: Quackers (PS) 

Fi 2000 (PS) 

Kengo: Master of Bushido (PS) 
Knockout Kings 2001 (PS2) 
NBA Live 2001 (PS) 

NCAA Final Four 2001 
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Shooter 
Basketball 
Basketball 
Light gun 
Shooter 
Golf 
Baseball 
Dancing 
Racing 
Action 
Sports 
RPG 
Adventure 
Sports 
Action 
Puzzle 
Racing 
Strategy 
Adventure 
Shooter 
Action 
Action 
Action 
Puzzle 
Racing 
Fighting 
Platform 
Racing 
Fighting 
Boxing 
Sports 
Sports 


Infogrames 
Activision 
Midway 
Acclaim 
Lucas Arts 
Square EA 
Acclaim 
Infogrames 
THQ 
Activision 
Sony 

Sony CEA 
Acclaim 
Sony CEA 
Midway 
Sony CEA 
3D0 
Namco 
989 Studios 


THQ 
Lucas Lrng. 
Activision 
Crave 
Sony CEA 
Acclaim 
3D0 
3D0 
3D0 
Konami 
Konami 
Konami 
3D0 
Activision 
EA 

Red Storm 
EA Games 
Namco 
EA Sports 
GOD. 
3D0 
Konami 
Ubi Soft 
3D0 
Agetec 
Midway 
Sony CEA 
Namco 
Agetec 
EA 

EA Sports 
Tecmo 
Acclaim 
3D0 

Al Games 
Take 2 
Eidos 
Midway 
RockStar 
Al Games 
Agetec 
Konami 
Konami 
Al Games 
LucasArts 
Koei 
Agetec 
3D0 
Sony CEA 
Square EA 
UbiSoft 
EA Sports 
Crave 

EA 

EA Sports 
Sony CEA 
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Month |Game name 


Mar-01 
Mar-O1 
Mar-O1 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Nov-00 
Nov-00 
Nov-00 
Nov-00 
Nov-00 
Nov-00 
Nov-00 
Nov-00 













Theme Park Coaster (PS2) 

WDL (PS2) 

Onimusha: Warlords (PS2) 
Acclaim Sports’ HBO Boxing (PS) 
Blade (PS) 

Championship Surfer (PS) 

Driving Emotion Type-S (PS2) 
Ducati World (PS) 

King of Fighters ‘99 (PS) 

Lunar 2: Eternal Blue (PS) 

NCAA GameBreaker 2001 (PS2) 
Persona 2: Eternal Punishment (PS) 
Power Spike Pro Beach Volleyball 
Rayman Revolution (PS2) 

RC Revenge Pro (PS2) 

Real Pool (PS2) 

Star Wars: Demolition (PS2) 
Super Bust-A-Move (PS2) 





Army Men: Air Attack 2 (PS) 

Army Men: Sarge’s Heroes 2 (PS) 
Breath of Fire lV (PS) 

Colin McRae Rally 2.0 (PS) 

Cool Boarders 2001 (PS) 

Driver 2 (PS) 

ESPN X Games Snowboarding (PS2) 
Gundam Battle Assault (PS) 
Harvest Moon: Back to Nature (PS) 
Moto Racer World Tour (PS) 

MTV Pure Ride (PS) 

NASCAR 2001 (PS2) 

NBA Live 2001 (PS) 

NBA Shootout 2001 (PS) 

Ready 2 Rumble 2 (PS2) 

Silent Scope (PS2) 

Silpheed (PS2) 

Sky Odyssey (PS2) 

Surfing H30 (PS2) 

Tomb Raider: Chronicles (PS) 

Top Gear Dare Devil (PS2) 
Torneko: The Last Hope (PS) 
Ultimate Fighting Championship (PS) 
Crash Bash (PS) 





DOA2: Hardcore (PS2) 
Fantavision (PS2) 

ESPN Int'l Track and Field (PS2) 
FIFA 2001 (PS) 

FIFA 2001 (PS2) 

Final Fantasy IX (PS) 
Gameday 2001 (PS2) 
Gradius III & IV (PS2) 
Gungriffon Blaze (PS2) 
Knockout Kings 2001 (PS) 
Midnight Club (PS2) 

Mike Tyson Boxing (PS) 

MOH: Underground (PS) 

Moto GP (PS2) 

NHL 2001 (PS) 

NHL 2001 (PS2) 

Orphen: Scion of Sorcery (PS2) 
Ray Crisis (PS) 

Spyro: Year of the Dragon (PS) 
Summoner (PS2) 

The World is Not Enough (PS) 
Timesplitters (PS2) 

Unreal Tournament (PS2) 
WCW Backstage Assault (PS) 
Wild Wild Racing (PS2) 

WWF Smackdown! 2 (PS) 





Alien Resurrection (PS) 
Armored Core 2 (PS2) 
Bomberman Party Edition (PS) 
Destruction Derby Raw (PS) 
Dino Crisis 2 (PS) 

Dragon Valor (PS) 

Dynasty Warriors 2 (PS2) 
Eternal Ring (PS2) 
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Action 
Boxing 

Action 

Surfing 

Racing 

Racing 

Fighting 

RPG 

Football 

RPG 

Sports 

Platformer 
Racing 

Billiards. 

Car Combat 
Puzzle 

Action 

Action 

RPG 

Racing 
Snowboarding 
Racing/Action 
Snowboarding 
Fighting 
Simulation 

Racing 
Snowboarding 
Racing 

Sports 

Sports 

Boxing 

Shooter 

Shooter 

Flying 

Surfing 
Action/Adventure 
Racing 
Action/RPG 
Fighting 

Party Game 
Fighting 

Puzzle 

Sports 
Sports/Soccer 
Sports/Soccer 
RPG 
Sports/Football 
Shooter 

Action 
Sports/Boxing 
Racing 
Sports/Boxing 

Ist Person Shooter 
Racing 

Sports/Ice Hockey 
Sports/Ice Hockey 
Action/Adventure 
Shooter 

Platform 

RPG 

First Person Shooter 
First Person Shooter 
First Person Shooter 
Wrestling 

Racing 

Wrestling 

First Person Shooter 
Action 

Action 
Action/Racing 
Action 

Action 
Strategy/Action 
Action/RPG 















Capcom 
Acclaim 
Activision 
Mattel 
Square EA 
Acclaim 
Agetec 
Working 
989 Sports 
Atlus 
Infogrames 
Ubi Soft 
Acclaim 
Infogrames 
LucasArts 
Acclaim 
3D0 

3D0 
Capcom 
Codemasters 
Sony CEA 
Infogrames 
Konami 
Bandai 
Natsume 





Infogrames 

THQ 

EA Sports 

EA Sports 

Sony CEA 
Midway 

Konami 
Working Designs 





Activision 
Rockstar 
Eidos Interactive 
Kemco 

Enix 

Crave 

Sony CEA 
Tecmo 

Sony CEA 
Konami 

EA Sports 

EA Sports 
Square 

Sony CEA 
Konami 
Working Designs 
Electronic Arts 
Rockstar 
Codemasters 
Electronic Arts 
Namco 
Electronic Arts 
Electronic Arts 
Activision 
Taito 

Sony 

THQ 
Electronic Arts 
Eidos Interactive 
Infogrames 
Electronic Arts 
Interplay 

THQ 

Fox Interactive 
Agetec 
Hudson 
Midway 
Capcom 
Namco 

Koei 

Agetec 
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Visit www.esrb.org 


or call 1-800-771-3772 ¥ 
for more info. 
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PlayStation.e 


Immerse 
yourself in 

a living, 
breathing 
fantasy world 
featuring lush 
environments 
and fluid 
animation. 


Control 12 
species of 
unruly creatures, 
each with their 
sere ae own intellects, 


Pi . Ba% 4 personalities 


and behavior 
patterns. 


Embark on 

an original 
adventure 
designed 

for the 
next-generation 
gamer. 


“an amazing- 

looking thinking- 

man’s game.” 
—OPM 
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12 different super-charged bikes packing Patera rity Pasa ” mea Pen CUCU 
RSM Tce gut-wrenching loops, twists, spirals & drops CVS amc rar iar TN (0) 
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GAMECUBE. www.acclaim.com 
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Computer Entertainment Inc. NINTENDO GAMECUBE AND THE NINTENDO GAMECUBE LOGO ARE TRADEMARKS OF NINTENDO. © 2001 NINTENDO. Screens shown were taken from the PlayStation®2 version of the video game. 










We grab our 
board and hit the 
slopes for the 
world’s first 
FULL look at... 


ELECT 
to 2 a 


SSX TRICKY 045 





a 


A The redesigned courses and 

smarter opponents will help make 

Tricky more challenging than SSX. 
wl 






\ 

















0 Say that the original SSX caught us by 
surprise would be the understatement 
of the year. Sure, the early version we 
played was kind of buggy at the time, but it still 
showed an amazing amount of potential. Even in its 
early state, it was easy to see that the game was 
going to be something special. When SSX hit stores 
at the PlayStation 2’s U.S. launch, gamers were 
blown away. The game even earned a perfect 10 
score from PSM — just to put things into perspec- 
tive, to date only two other PS2 games have ever 





received our top score. So when Electronic ‘Arts 
called us up recently and asked “Wanna check out 
SSX Tricky?”, we were at their offices before the 
phone hit the floor. 5 

Once inside EA’s HQ, | sat myself down in front of 
the game and grilled the team on what makes Tricky 
so. special, and why fans of the first SSX should get 
excited. After a few hours of intense Tricky boot 
camp, | pulled myself away from the controller and 
headed back to the PSM offices, where | could stick 
it in everyone's face that | played the game. 
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XY Publishes; Electronic Arts 


: Developer EA\Canada 
‘Type Snowboarding 
#of players: I-23 
ten, SRB: Everyone 
\ Rejcent Complete: 60% 


wet 
Re! ease Date: November 
"ees 


GETTIN’ TRICKY WITH IT 


They say that time changes everything, and that’s 
certainly the case with SSX Tricky. It's only been one 
year since we first took to the slopes of the SSX 


World Circuit, but boy, have things changed. The — 


racing locales retain a familiar look, but a further 
inspection reveals a ton of new additions and refine- 
ments. It looks like the course designers have been 
working non-stop to create an even crazier racing 
experience, full of (continued on pg. 46 >) 






















046 SX TRICKY 


oO 
SELECT S 


ee ee i 
BSS QP ie) 


} To get the full scoop on the PS2 
— Reacnoeo Tricky, we sat down 

with the game's Producer, Larry 

| LaPierre. He’s been at EA Canada for 

5 over four years, heading up the 

: original SSX and the PlayStation con- 
version of the PC hit, Diablo. Before 

) that, he worked as a government spy. 
He promised not to hurt us if we 
didn’t ask too many questions... 


PSM: SSX came out of nowhere and 
just blew people away. What do you 

PU anitleleM im tatemctnnteksam lim tnre) aia yg 
LL: There is no doubt that being a 
launch title created an advantageous 

) circumstance and helped contribute to 
the success of SSX, but when you get 
down to it, that wouldn’t have done 

any good if the game hadn’t been so 

) fun and addictive to play. The fact that 
it kind of came from nowhere made it 

Ba om econ ener] m 

) PSM: How did SSX Tricky come about? 
Do you consider it a true sequel or 
just a “revisiting” of the first game? 
LL: SSX Tricky is a full sequel. Early in 
our preproduction for Tricky, we con- 
sidered making it more of an 
“enhanced” version of the first game 
due to the size of our team and the 
time. As we evaluated where we 
wanted to focus our efforts for the 
sequel, it became evident that we had 
some really cool improvements that 
we could do if we had more resources. 
So we got the resources to do the 
game at a level that we were happy 

Pa ieer=| Taye mi are ix=le [0 
PSM: What sort of things were you 
not able to include in SSX, but are 

Pale Cel Tat eM in w/a7e.aVea 
LL: Anytime you set out to make a 
new game, you inevitably design 
something that ends up being beyond 
the scope of time you have to get it 
done. So, you identify the most 
important “core” elements and focus 
on them. As you then approach 
sequeling, you re-evaluate those addi- 
tional layers to determine if they still 
add value. In the case of SSX Tricky, 
we wanted to deliver a trick experi- 
ence as strong as our race experience, 

Bee lyrele-lin calor anomie e nom gate] oe) tt oa 0) C=) 
improvements to our race experience 
through additions like the dynamic 
aggression reactions. (page 47 >) 





additional paths and shortcuts. Most of 
the tracks have been widened, so 
jockeying for position plays a much 
greater role. Plus, the higher number 
of banks allows the characters to pick 
up speed much faster, and more often. 

You'll also find a far greater number 
of trick initiators (such as ramps and 
rails, along with some new surprises), 
so that stylish players will have plenty 
of good opportunities to showcase 
their skills. Even if you’ve mastered the 
first game, SSX Tricky will throw 
enough new stuff your way to provide 
an improved challenge. 


EVEN TRICKIER 
THAN BEFORE 


Despite the first game's long list of 
tricks and countless places to perform 
aerial stunts, it was originally designed 
as a pure racing experience. The tricks 
were just thrown into the mix in order 
to add a little more depth to the 
gameplay. With Tricky however, the 
racing aspect is still very much there, 
but there's definitely a larger focus on 
hitting the ramps and showing off. 
There are now 75(!) different tricks 
that can be performed, 25 of which 
are the newly-designed “Uber” tricks. 
These “quasi-realistic” tricks are way 





A While it’s impossible to see in 


crazier than the normal stunts, and 
can only be performed when the 
adrenaline meter is maxed out. When 
you pull off an Uber Trick, you'll earn a 
letter. Spell out “T-R-I-C-K-Y” and 
you'll be able to pull off a bonus trick 
that will permanently max out your 
adrenaline meter, giving you an 
unlimited amount of speed boost. 


FILLIN’ THE DVD 
WITH GOODNESS 


The original working title for SSX Tricky 
was SSX: DVD, and that wasn’t just to 
reflect the change in storage medium. 
EA is taking a cue from all of the 
feature-loaded DVD movies out there 
and adding in tons of cool bonus stuff 
to the game, via a very flashy “3D” 
interface. You can expect plenty of 
behind-the-scenes segments, and 
there’s even going to be special 
footage of the voice recording sessions 
for the characters. Unfortunately, we're 
sworn to secrecy as to the identities of 
the actors voicing the different roles, 
but you can check out our previous 
previews for some good guesses. 
Along with the improved interface 
and bonus additions, a lot of time is 
= being spend on the 
>» sound effects 
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and music tracks. “= 
Mix Master Mike (who ty } 
worked with the Beastie ) J 
Boys on their last album) } i y 
makes a return from . 
the first SSX to 
provide exclusive 
mixes of some of the 
most popular elec- 
tronica songs. He's 
joined by Aphrodite 
and The Plump DJs, 
who are looking to add 
their own _ personal 
styles into the mix. : 

Those of you with }&™: 


fi 
a 


surround systems will |"ygy 
want to crank them up 
since the game supports 
Dolby Digital 5.1 audio. It should really 
put you right into the middle of the 
action. The developers even took it 
one step further and will also be 
including true on-the-fly DTS mixing 
for both audio and sound effects. 
Tricky will be the very first game to 
utilize this proprietary technology, and 
you can expect to see other EA sports 
titles taking advantage of it soon. 
What this means is that both sound 
and music are going to play a more 
pivotal role in the SSX experience, 
much more so than in the first game. 
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AY With the more responsive Perens 
Re CeCM Maem OTe 


screenshots, the resolution of the Pe has been increased and the ect move more smoothly. 


For a lot of game developers, all of 
those previous changes would be more 
than enough to warrant a sequel. 
However, for the guys and gals at EA 
Canada, more was needed. They 
decided to include two completely new 
courses (Garibaldi and Alaska), and to 
switch around the cast of characters. 
Six new competitors have signed on for 
their first season, eager to strut their 
stuff, while two of the former stars 
(Jurgen and Hiro) are sitting out due to 
their post-season injuries. Hopefully, 
this rearrangement will allow for a far 
greater variety in the characters’ styles. 

As for the two new tracks, they're 
basically two different extremes. 
Garibaldi is the new first course and is 
easily handled by boarders of all expe- 
rience levels. There aren’t really any 
sharp turns or major jumps, so it’s a 
great place to learn the basics behind 
the game. Alaska, on the other hand, is 


[EVEN MORE | 
[PERSONALITY | 


| In an attempt to make the 
characters feel as real as 

| possible, the developers gave 
| each of them very distinct 

| personalities and racing styles. | 
| They’re also going to be | 
voiced by different, famous 

| Hollywood actors and 
actresses. At the starting line, 
| you'll see the competitors 

| actually taunting each other 

| via in-game cinemas. 





BL np 

wart tat 
A It’s not very nice, but punching over 
your opponents may mean the difference 
between winning and losing a race. 


at the opposite side of the spectrum 
and promises to deliver the scariest, 
edge-of-your-board race yet. You'll 
come across near full-vertical sections 
of the course connected to countless 
other major cliff drops. One mistake 
and you're in for a world of hurt. 
Needless to say, Alaska is going to be 
one of the later tracks and is catered 
towards the more experienced player. 

There's also going to be special 
“Showoff” trick versions of each of the 
nine courses, which pretty much guar- 
antees that this game is going to take 
months to truly master. So, don’t you 
worry about the replay value. 


Now that you know about all of the 
core elements that are going to make 
up the SSX Tricky, you can probably see 
why we're so excited about the game. 
It’s shaping up to be much more than 
just a “me-too” sequel. There's lots 


We: 
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A In SSX Tricky, you get extra turbo for 


knocking people down. Now though, 
they’ll get up and come back after you! 


more depth and challenge to be had in 
this second season, and tons of new 
shortcuts to discover. And because 
of that, we have to assume that the 
game will (continued on pg. 48 >) 


PSM: What are the major new 

i that you will be adding to 

y an even better game than 
n you talk about 1 ent 

modes that will be in the game? 
LL: The types of modes pretty much 
remain the same, except that we've 
added a trick tutorial mode that will 
do a much more effective job of 
teaching people how to do tricks, 
specifically the tricks in the Trick 
Book. The real changes come 
primarily within the modes them- 
selves. Showoff mode has a new trick 
combo system for combo bonus 
points, a big air bonus, the addition of 
over-the-top Uber Tricks, as well as 
some unique character-specific 
unlockable ones. It has all new ramps, 
kickers, rails and pipes on the courses 
to create a much more gratifying 


“ showoff environment. The adrenaline 


bar has been modified to provide a 
Trey elke MANT=eAYe IAIN COLO ent) 
Improved railslide physics and anima- 
tions create a much better rail trick. 
The Race mode is improved through 
increased motivation for combat (fill 
the adrenaline bar full), better race Al 
that keeps the other riders more 
interactive with you; a dynamic 

Eyefef cos (NEL UR | me ATA) 
race to race and is based on how 
aggressive you are against the other 
riders; and an additional “invincible” 
powerup that sends other riders flying 
away when you bump them. 

PSM: Have there been any dramatic 
changes made to the game engine? 
1B a ea om()i mene MVCN AKC oltre UG 
problems with the core engine, we 
would be changing them. But we 
don’t feel that is the case, so most of 
what we have done with SSX Tricky is 


Table} ito) nm com ate lmn i ressMee | rer=le NVA Ug tom 
i elneM ole N\VAnirel (Lae tre ayers 


LL; I'll touch on two of the main 
improvements in this area. We have 
managed to create volumetric fog for 
use as high altitude clouds you go 
through and low level fog in canyons 
— it’s really awesome. We are also 
using a higher screen resolution for 
SSX Tricky. We also have DTS surround 


Bodnar well M Ney oN oly eM grew TE 


PlayStation 2 game to ship with it, It 
sounds phenomenal. 





(Continued on page 48 >) 
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| COOLER COURSES 
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tracks have dramatic new looks and various extra paths to take. 
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appeal to an even broader audience 
than its predecessor. Plus, you have to 
consider that when the first SSX came 
out the series was unknown, and the 
PS2 was new. Now that a huge 
number of people have systems and 


have seen how great the first game 
was, Tricky should fly off the selves. As 
for us, we simply CAN NOT wait to get 
our hands on a final copy — we're cold 
sweatin’ just thinking about it! 

> Stephen Frost 


the BUZZ 


Redesigned courses, cooler tricks and a ton 
of amazing additions should help Tricky win 
over fans of the original, plus loads more. 
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PSM: When did the development of 
SSX Tricky begin? How many people 
are involved in the project? 

LL: Development started last January. 
We have a larger team this year, 
primarily due to the sheer number of 
titles that we are doing. 

PSM: It looks like the trick system in 
Tricky has been changed quite a bit. 
Can you give us a general overview of 
Lato AN Vo)a Male) Fay Urania slew led orally 
number of tricks this time? 

LL: I'm not sure | would say that it has 
changed that much. The trick system 
is made up of many different parts. I'll 
touch on a few key things. The 
addition of Uber Tricks increases the 
total number of unique tricks, and the 
new combo system makes for some 
cool strings of tricks. 

PSM: How many playable characters 
are there, and why was the decision 
made to take some of the old charac- 
ters and replace them with new ones? 
LL: There will be 12 playable charac- 
ters. The two characters that didn’t 
make it back for this season got 
injured at the end of last year. 

PSM: Er, okay... SSX Tricky is set to 
appear on PS2, Xbox and Gamecube. 
What are your thoughts on the 
different consoles, and how will the 
game differ from console to console? 
LL: There will be differences in SSX 
Tricky between all the platforms, but 
for the most part, they will be pretty 
subtle compared to the differences we 
are familiar with between N64 and 
PSone titles. We have coded the game 
to have all of the same features and 
effects. Where the differences come 
into play is when we look at how 
much of a particular effect we can 
have on any one platform. We are still 
working on determining how dramatic 
the differences might end up being. 
PSM: Can we expect to see a new 
SSX title come out every year? 

BA (rel remeyate loll a SMD 
Tricky this quickly because we were in 
a position to do it and have it be a 
meaningful sequel. In the future, we 
will likely not sequel it every year; 
rather, we will look to work on other 
new properties that are in some way 
similar to SSX and SSX Tricky. 

PSM: Any last thoughts on Tricky? 

LL: We'd just like to say that we hope 
everyone enjoys the sequel every bit 
as much as the original! 








ic Se Historical Gat 


a aN ty 
* 


yw New “Agent Technology” allows for 500 9 Experience battles firsthand - control 


soldiers on screen - 5x more than the generals and give orders at the squad level! 


i ssl ry 30 new stages! Besiege castle walls, battle 
ry Devastating new Elemental Attacks aboard moving ships, and stampede across 

including tornadoes, lightening strikes, and fe) Tm Ty 

meteor showers! 


7 New weapons, tactics, and troops including 
Elephant Cavairy! 


E Visit wwwesrb.org 
or call 1-800-771-3772 
® aT for more info. 


www.koeigames.com 
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SSX TRICKY 





UBER TRICKS: THE 
ION TO SSX 


Probably the biggest addition to SSX Tricky are the new Uber tricks. Consider them over-the- 
top stunts that you can only perform when your adrenaline bar is filled up. Not only are they 
extremely flashy, but they can help you to gain the advantage i ina very close race. 


NEW YEAR, NEW RIDERS 


While two of the former SSX competitors have had to sit out with injuries this second season (Hiro and 
Jurgen), six new ones have come in to replace them. They're certainly a colorful group of characters... 
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A Racing through a course Pr ask ner 
the moon out, is pretty darn sweet. 


7% Pee are way more aggressive this 
time, so there’s a far greater challenge. 


W roe are still a few alpine Pets Hh) 
the mix, but we never really cared for 


EDWARD WACHOWSKI A complete 
goofball, Eddie (aka “The Kid”) is a master 
of trivia and seems to be stuck in the 70's. 


MARISOL DIEZ DELGADO A big flirt, 
Marisol loves partying with her friends all 
night long. She also has a volatile tempter. 


LUTHER-DWAYNE GRADY Luther is 
one of those guys that’s so big that nothing 
hurts him. It’s amazing he can snowboard. 


PSYMON STARM A rather erratic snow- 
boarder, Psymon seems to have the ability 
to unnerve all of his opponents. 


BRODERICK CASE A surfer dude, Brodi 
respects nature in a big way and actually 
has a master’s degree in Marine Science. 


SEEIAM OWENS Fun-loving and con- 
fident, Seeiah has a strong taste for both 
music and fashion. She’s very East Coast. 


PT MMU Gr ec tare Mae ele) 


aving had the pleasure of playing anearly /wity my “40 
version of SSX Tricky, | thought 1 would ones ER 
go ahead and share some of my thoughts SSX TRICK! 
with you readers. To start with, | can honestly say that 
fans of the original game will certainly have no problems falling 
in love with this sequel. The game already controls better than SSX and 
the course designs | saw were simply brilliant. Unfortunately, the version 
| played wasn’t very balanced, so winning races was pretty much impossi- ~ 
ble. The developers promised me that the finished product will be much 
fairer, yet still provide a nice challenge to boarders of all skill levels. 

For the most part, the courses have all had significant changes made to 
them — a few, like Tokyo Megaplex, are so different that they're barely rec- 
ognizable. They've all been enhanced with new routes, shortcuts and 
plenty of trick initiators. Even masters of the first SSX are going to be 


burning the midnight oil trying to uncover all of the extras that this 
game has to offer. For me, the biggest fun of SSX was discovering all 
the shortcuts, so I’m looking forward to seeing how creative the 
course designers are going to get in Tricky. 

| also liked most of the new character designs, and I'll enjoy 
playing with all of them to see their different strengths and weak- 
nesses. The fact that there’s more interaction between the boarders is a 
good thing, too. They insult and taunt each other at the start of the races 
and during them, which makes the game feel so much more immersive. 
Above all, I’m most impressed with the presentation of the game. 
From the bumpin’ soundtrack to the new 3D interface, SSX Tricky just 
oozes coolness. The DTS surround effects don’t hurt, either. | can’t 
Wait to run the finished game through my home theater system. 

Now that’s what gaming is all about! » Stephen Frost 
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USE STEALTH, STRATEGY, OR SHEER FIREPOWER. 
THE CHOICES ARE YOURS AND SO ARE THE CONSEQUENCES. 
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AND STEALTHY TACTICIAN, OR THE DEADLY AVENGING ANGEL? 


Deus EX HAS BEEN VOTED GAME OF THE YEAR BY OVER 
20 MAGAZINES, WEBSITES, AND READER SURVEYS. 
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KOCI 
® 


www.koeigames.com 


,- Unique skateboarding/adventure game that pits you 
against mysterious alien creatures! 


> In addition to the 10-stage Street Mode, practice 
tricks and combos in the Skill-Up Mode! 


"> Unlock different parts of the City using 8 wacky 
characters! 


Te Lay music tracks in the Live Mode, or challenge a friend 
in the Versus Mode! 
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Mild Violence 
ron: 
ESRB 


Yanya Caballista: City Skater is a trademark of KOEI Corporation and KOEI Co., Ltd. © 2001 KOEI Corporation. All rights reserved. “PlayStation” and the 
“PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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> Tidus stars as the A 
game’s main character, ii 
and compared to past FF f 
heroes, he’s much more 
of a free spirit — he's 
about as different 
from FFVIII’s grumpy 
Squall as you can get. 
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Why wait until Spring to play 
Square’s latest masterpiece? 


elling nearly 2 million units 
in just its first four days, 

Final Fantasy X has already 
made a major impact in Japan. 
Unfortunately, here in the U.S. we've 
got to wait until next Spring to get our 
hands on a copy that doesn’t use that 
crazy Japanese writing. That's a long 
Way off if you’re a diehard fan, which is 
why we've dedicated the next few 
pages to giving you a special hands-on 
look at the RPG event of 2002. 

We've been playing the Japanese 
version since the day it came out, and 
after just the first few hours, it’s easy to 
see that FFX is quite a leap forward for 
the series. Of course the game has that 


We sit down with... 


classic Final Fantasy feel with all of the 
elements that longtime fans love, but it 
also features quite a few changes — 
some you'll notice right away, and 
others will take some time to discover. 
The good news is that all of these 
changes seem to make the game play 
even better, and should also help the 
series appeal to a wider audience. 

The major improvement in graphics is 
instantly apparent, but what’s really 
impressive is the extra emphasis that’s 
been put on story and character devel- 
opment. Good RPGs have always relied 
on strong storylines and likable charac- 
ters, and FFX takes it to the next level, 


bringing a (continued on pg. 56 >) 
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THE SPHERE 
BOARD 


Rather than gain tradi- 
tional experience points 


or levels like in past FF 
titles, the characters in 
FFX can equip various 
spheres that will increase 
their abilities and stats. 


very movie-like focus to the plot and 
cast. All of the major party members 
are introduced rather early on, which 
allows the player to bond with them 
right from the start. And thanks to 
countless cinematic story sequences, 
you quickly get an idea of the charac- 
ters’ relationships and general histories. 

Other big changes affect the 
combat system. As everyone knows, 
each of the PlayStation Final Fantasy 
titles tweaked the way combat was 
done somehow. However, none of 


° FINAL FANTASY X 


¢# 


that can be equipped using a special Sphere Lf} 


them can compare to the overall 
combat facelift that FFX has received. 
For starters, time-based turns and 
experience points have been thrown 
out the window (see page 58 for 
more details). This makes the fights 
zip along at a faster pace. Also, there’s 
a lot more variety to the fights, making 
them far less repetitive than before. 
To be completely honest, we've 
only begun to scratch the surface of 
this epic adventure, so you can be 
sure we'll be showcasing this title in 


NEN VY TUL 
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numerous future previews. Until then, 
enjoy these screenshots taken from 
the first ten hours of the game. I’ve 
also included a few of my early 
opinions to give you a better idea of 
how this latest Square masterpiece 
really stacks up. Read on, and enjoy! 
> Stephen Frost 
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Fantasy X a truly special experience for 
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progress by activating these glowing 
spheres. You can save in up to 100 slots! 
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An up-close look at 
the game in action 
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the roof of this building. 
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A This big nasty 


‘A Here you can see 
the order of 
attack, so you'll be 
able to plan your 
Strategies several 
PTW Tecan 


SHOPPING 
ON THE GO 


While there are still occasional 
shops where you can buy 
supplies, you'll mostly get 
what you need from traveling 
merchants. Cool, huh? 


ra pie 
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long with an impressive amount of voiceovers, 

the game includes an amazing amount of envi- 

ronments, each of which has its own very 
distinct look. There’s just so much variety to discover in 
this game. Throw in the countless people that you'll 
meet, and the varying cultures, and you really start to 
feel like you’re traveling across a truly living planet. 


Bigip) ere ees 
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THE BATTLE SYSTEM 


butte la Final Fantasy has had its fair share of battle system refinements, FFX seems to feature the most “likable” changes. There is no longer 
a time limit before characters can attack, which generally makes fights end faster. Also, new enhancements, such as the ability to swap charac- 
ters in and out on the fly, really add to the level of strategy. You can read more about these changes, plus some of the other major ones, below: 


SWAPPING SUMMONING RUNNING OVER 
CHARACTERS MONSTER 


Wee nes 






































At any period during a battle, you can bring This time, summoned monsters will stick There are several different ways to run away _ Similar to Limit Breaks, Over Drives can be 
up the option to switch your characters in around for the entire length of abattle unless from a battle. Your whole group can try to _ performed once the character's energy bar 
and out. However, only a maximum of three _ they are killed or sent away. You can call escape all at once, or you can just tellasingle _has been filled. They’re quite powerful and 
can fight on the screen at once. them back whenever you want to. character to run away. This can bealife saver! should give you quite an advantage. 


The characters are very well developed 
@ right from the get-go, which helps to 
e immediately pull you into the story. Y 


hile I’ve only played FFX for about ten 
hours, I’m already very impressed with the 
changes that Square has made to the 
series. | greatly enjoy the more cinematic style of the 
game and the fact that you really get to know the 
characters right off the bat. I’m big into character 
development and a strong storyline, so | think that FFX 








| also appreciate the refinements that have 
been made to combat. There’s more 

for you to do, but the structure of | 
combat has been simplified. Being 
able to call in different characters in 
the heat of battle is a big plus, and the 
arcade-like design of the Overdrives really 


is definitely heading in the right direction. We can’t §— S 4 helps to break up the repetition of random 
é * pull Steve 5 : 
It also helps that the visuals are so damn impres- away from , battles. The Parappa-style button 


sive. This is, by far, one of the most graphically stunning _ | this game, not ; sequences that some actions require are 
i even for a second! , s R 
games ever, and that fact alone will get a lot of the a also cool, and add in even more variety. 
more casual fans to give it a try. | never get tired of seeing the next town, _‘I’m won't fully judge the game until | get to the end, but FFX is 
monster or event sequence because there's simply so much eye candy to take _ starting to become my favorite title in the series, which is saying a lot. If 
in. | found myself exploring every inch of the different areas because | _the game can keep up the pace that it’s had so far, then there’s no 
genuinely didn’t want to miss seeing anything. FFX really shows off the PS2. reason for any RPG fan not to run out and get it this Spring. > Stephen 





GAMECUBE 
SPC GAMES 
Pe) Slay oye 


VOU'VE COT THE 


BANDWIDTH 


WE'VE GOT THE 


Qpuneest: 


foes 
oS 
= 
he 
= 
= 
o 
oo 
= 
= 
=> 





marks are the property of their res 


FINALLY 
FANTASY 


Final Fantasy IX was a good 
start, but FFX/ truly returns the 
series to its swords-and-sorcery 
roots. No spaceships so far! 


A From its medieval-looking armor to giant dragons, this Final Fantasy is anything but sci-fi. 


ell, it’s getting closer — beta 
testing begins soon in Japan 
on the first online Final 
Fantasy adventure. Square included a 
first glimpse of Final Fantasy XI in 
action on the DVD bundled with Final 
Fantasy X, and there are new tidbits of 


A The footage that we've seen leads us to beli 


PAUSE ee lata) 


a eee 


info to be gleaned from the footage. 
First off, the game is definitely 
returning to the fantasy roots of the 
series, as the warrior armor and 
dragon battles will attest. So far, it looks 
as if this won’t be a massively multi- 
player RPG where players combat 


P 


= aed 
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A Square has said that players will take Pe Meee cries Me MUM Zecca 
complete with story sequences. Could this be the first true console-style online RPG? 


FINAL FANTASY 


First real screens of Square’s upcoming online adventure! 


other human opponents, but rather a 
team-based game (like Sega’s 
Phantasy Star Online for Dreamcast) 
wherein a small group works together 
against computer-controlled monsters. 

The look of the game is very much 
a work in progress, and is a little sparse 


eve the game’s combat will be straightforward action 
ased, but until Square gives us the official word, we can’t be completely sure. 


Nobody’s gotten their hands on this game 


yet, but already the buzz is off the charts. 
Final Fantasy... online? Where do is sign up? 


at the moment, but the massive envi- 
ronments (which seem to go on 
forever) are there in force. Square's 
aiming at a spring 2002 release for 
FFXI in Japan, so you can bet more 
details will be available soon. 

> Randy Nelson 


that will follow the player through each fully 
polygonal, 3D environment. Nice graphics! 


a iat 


The smaller plant creatures pop up through- | — os 


out the preview footage, and the larger one 
sure likes to pick them up and eat ‘em. 


Although the world is a little plain looking, 
some scenes, such as this roaring waterfall, 
definitely caught our attention. 





PlayStation.e 





JUST BRING i 
ST a ce 


Just bring it at www.smackdownrsvp.com 





ears 
8 Visit wwwesrb.org rho Ng 
aP areal 20712772 A AA Id LL 


for more info. World Wrestling Federation its logos and all character likenesses are trademarks of World Wrestling Federation Entertaiament 
Ube aU Nie OAR aL EEL LUO ue ue 





www.thq.com 









UA UTNE poet tba 
eta. Gusset 









é All Rights Reserved. Gamie and Software © 2001) THO/JAKKS Pacific, LLC. Used under exclasive license hy THO/JAKKS Pacifi, LLC: JAKKS 
t he “PS” Family logo are registered trademarks ol Sony Computer Entertainment in. 


Oe seg 
sR 





































































































AND THE EXPLOSIVE GGI55 BLAST THROUGH MISSIONS WITH AN s ‘ 
MERCEPTOR TO ESCAPE AND ALL-NEW INTENSE ARSENAL OF a THE INTERCEPTOR FROM LETHAL 
"EVADE THE RELENTLESS ONSLAUGHT COMBAT WEAPONRY. z 3 “STREET MACHINE TO. DEADL’ 
OF ENEMY FIRE. : ie 
: Slate ro\ yan! nai 


chek fae 


OCA away com 












at 











wg 


PREPARE TO BE HUNTED- 


Sneak Preview at www-spyhunter-midway-com 
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and mobile suits with breathtaking digital 
graphics as seen in the movies! Experience 
firsthand the thrill of guiding your allies in 
their mission to conquer the enemy in 
CRT MU GR CC OD 
the TU series or implement your own 
battle strategies to create whole 

new story lines. 


© SOTSU AGENCY * SUNRISE. TM & © Cartoon Network. Program © 2000 Bandai Co., Ltd. Distributed 
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Animated Violence Licensed for play on the PlayStation 2 computer entertainment systems with the NTSC U/C designation 
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IAM & DAXTER 


In our new look at this smokin’ 
hot title, we uncover lots of new 
areas and characters. Check 
‘em out on pg. 74! 
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A decadent gamer’s dream come true! 


ony Hawk 3 is dangerously 
rT addicting already, even 

though we only received a 
four level demo of it. Nevertheless, | 
found myself caught in an exhausting 
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Pests tac ekss \ 


. 





nine hour session, stopping only 
because of hand cramps and a 
headache. So what makes THPS3 so 
much better than its predecessors? 

Foremost, players can link practical- 
ly every trick together for some 
astounding combos; | actually nailed a 
1.5 million point combo, which 
consisted of over 30 tricks! This is 
made possible by moves called 
Reverts, which players can perform out 
of ramp jumps. To keep the trick going, 
you can then combine a manual to a 
grind, and even more. 

Of course, Neversoft will include 
completely new moves and super 
moves, in addition to all the old ones. 
My favorite new super, by far, has to be 
The Jackass: your skater whacks 


himself in the head with the board, 
catches it and lands. Neversoft will 
also devise Freestyle Flat tricks, which 
allow you to perform handstands 
and the like. 


THE NEW LEVELS 


The new environments are extremely huge with tons of hidden | 
areas, which are also full of surprising dangers. 
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TONY HAWK’S PRO SKATER 3 


Such elaborate tricking would be 
impossible without precise control and 
very creative level designs. While the 
control setup remains identical to 
previous editions, everything just feels 














much tighter and more precise, making 
those long manuals and grinds slightly 
more manageable. 

The four levels (Canada, Suburbia, 
Los Angeles, and Tokyo) conceal tons 
of hidden areas, a variety of grinds and 
ramps, and all of those numerous 
objectives to accomplish. You'll see 
police chases and traffic in Los Angeles, 
spectators launching snowballs in 
Canada, and miscreants walking about & a 
looking for trouble in Suburbia. These . é Rg : Ae iis d — % 
superficial elements actually affect f ; 
gameplay, as cars and people can 
knock you over during a big string. 

Despite all of these cool additions, 
the truly new dynamic to the series will 
be online play. For now, up to four 
players can compete with each other. 
Although we still don’t know what 
these multiplayer games will consist of, 
they’ll probably be the two-player 
games from previous Tony Hawk titles. 

Whether you're a fan of the 
series or not, this is one game to 
keep an eye on. 


INSANE TRICK STRINGS 
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continue your combo for a minute or more, thanks to the Reverts. 
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The coolest new feature to THPS3, besides 
more tricks, is online playability. A nation- 
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> Tokoya 








| Of course, with the PS2’s power, 

the Tony Hawk series has never 
looked so good, or run so 
smoothly. Sweeeeet! 
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Sony will take you on a magical journey 
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rguably, one of the things 
that helped PlayStation 
reign supreme in this past 
console war was that it had such a 
large selection of RPGs available on it. 
It’s taken a bit of time, but the same 
thing seems to be happening to the 
PS2. Granted, Final Fantasy X and XI 
are still waiting in the wings, but Sony 
















is certainly stepping in to fill the void. 
With Okage: Shadow King, the 
company is hoping to appeal to a 
much broader audience that wouldn't 
normally be interested in RPGs. 

The game does share a lot in 
common with others titles in the 
genre, but will also focus a good 
amount on puzzle-solving and general 
strategy-based gameplay. Players will 
take control of a young boy named Ari, 
whose shadow has been possessed by 
an evil king. Forced on a quest, Ari 
must make his way through 20 
colorful environments and enlist the 
aid of six different characters. Tune in 
this Fall to see if he makes it. 

> Stephen Frost 


Sony is making great strides in filling the 
RC eee CCRT Mis lic) 
survive until Final Fantasy X and XI. 
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ake a few concepts from 
Wipeout, mix in some SSX, 
and strap the characters 
into futuristic body attachments that 
almost resemble bikes, and out comes 





a strange racing game called Kinetica. 

Kinetica’s focus is clearly on the 
racing aspect and speed, despite its 
seemingly diverse amalgamation of 
gameplay elements. In fact, many of 
the Wipeout-style track designs (15 
total) entice players with a need for 
speed and quick reflexes, thanks to 
the gigantic jumps, huge hills and 
slopes, and insanely tight turns. 
Running at a constant 60 FPS, 
Kinetica effectively conveys a blister- 
ing sense of speed, even in 2-player 
split-screen mode. 
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“. Wipeout style 


Players must perform different tricks to 
build up the turbo meter, as in SSX. In 
addition, Crystals litter each track, 
which if collected, provide players with 
a special power-up affecting turbo. 
Along with SSX and Wipeout, 
anyone into futuristic racing games 
ought to keep an eye on Kinetica. 
> Tokoya 
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With Wipeout still on the backburner, this 
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Silent Scope 2 Dark Silhouette brings heart-stopping, single and two player arcade action to 
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hours of sharp-shooting suspense. When there's no place to run all that's left to do is fight. 
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MIXING 
THINGS UP 
Just because most of the game 


takes place in a castle doesn’t 
mean there can’t be a lot of 


variety. There’s even some old- | — 


school platforming action! 


Pete e eimai Rc meen Ur CCUM anus dC 


DEVIL MAY CRY 


First look at major game changes in Capcom’s action stunner 


hy did Capcom decide to 

overhaul a good portion of 

Devil May Cry’s gameplay 
half-way through development? Heck 
if we know — but after playing the 
latest build of the game, we're more 
pumped than ever for this action- 
horror title to hit U.S. shelves. 

The switch to a mission-based 
system has changed the pacing of the 
game significantly. Rather than one 
linear adventure like the Resident Evil 
games, DMC displays objectives before 
each adventure leg which Dante must 
then complete in order to proceed. It’s 
basic stuff so far, but it’s what happens 
after the missions that’s really different. 
Using red orbs collected from defeated 
enemies, you can purchase power-ups 
and evolve lots of new skills for Dante. 

There are also mid-level “shops” 
(indicated by hourglass icons) spread 
throughout the game for upgrading 
during longer missions — and there 
promise to be a lot of those to tackle. 


a iricter emee RT eee econ at 
gets to close. He'll still need orbs to unlock them. 


ae? 3 


of 












Combat is also a lot more difficult than 
in earlier builds, and places more of a 
focus on using Dante's evasion skills 
during battle. Some new enemies are 
introduced as well, including a vicious 
“shadow cat” and Dante's nemesis 


POM Cl a Mey SLL Les 
boss. You'll actually fight these later, too! 


Modus, a powerful demon warrior. 
Final touches are being applied to 
DMC as we speak, and Capcom 
promises it’ll arrive in mid October. The 
wait looks to have been worth it! 
> Randy Nelson 





The new mission structure spices things up 
considerably, and the skill upgrade system 
really sets DMC apart from its RE cousins. 
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DEVELOPER RELEASE DATE 


# OF PLAYERS 





EVEN BETTER 
LOOKING... 

Because of the improved game 
engine, the characters can now 
feature more detail and higher 


polygon counts. There could be 
as many as 80 in the game. 






cd 


A Check out some of the new and improved characters. Cool threads, huh? 






eleased with the launch of 
the PlayStation 2, the first 
TimeSplitters certainly 
wasn’t the most attractive game out 
there, but it did run extremely fast and 
was the only first-person shooter 
available. Thanks to those two facts, it 


Can Eidos reclaim the FPS crown in 2002? 


went on to sell a good number of units. 
And that’s probably why Eidos has 
given the green light to proceed with 
the sequel — a sequel that will build 
and improve upon its predecessor in 
virtually every way possible. 

There’s now a true single player 


Ea 
A Despite all of the added detail and larger environments, the game still runs at a constant 
60 frames per second. Maybe you should duck right about now... 


ees 


ol 










4 It looks like the wild West is one of the new level settings. Yeehaw! 


adventure with an actual storyline, as 
well as various cooperative modes that 
focus on mission-based gameplay. The 
visuals have noticeably been 
enhanced, with characters models 
showcasing much higher polygon 
counts and smoother movements. 





[=] 100% INDEPENDENT PLAYSTATION MAGAZINE > #50 OCTOBER 200! > WWW.PSMONLINE.COM 





The MapMaker feature, with was 
extremely popular in the first title, is 
back, but in a very enhanced form. 
There's going to be a ton of different 
rooms and hallways to choose from 
along with a variety of options that will 
help to make your maps truly unique. 
You'll be able to create much larger 
environments, too, which will help out 
in those crazy multiplayer matches. 

And while it hasn’t been completely 
confirmed, the developers are 
seriously considering including i.LINK 
support so that more than one PS2 
can be hooked together. Imagine a 
situation where you're playing against 7 
of your friends in a heated deathmatch 
and everything is moving at a brisk 
60fps. That would be amazingly cool. 

Unfortunately, TS2 isn’t going to 
make it out in time for the holiday 
season, but at least we'll have it and 
Final Fantasy X to look forward to in 
the Spring. And since no other first- 
person shooters are currently 
scheduled for the first part of next year, 
fans of the genre will have plenty of 
time to fully enjoy all of the depth and 
replay value that the game is 
promising. We can’t wait. 

> Stephen Frost 


the BUZ | 


An expanded single player feature, as well 


as an improved map editor, should make 
TS2 one of the best FPS yet. 








Driving Force” with 
true force feedback. 








Feel realistic G forces 
in the turns. 


POWER STEERING FOR PLAYSTATION*’ 2. 





Feel the grip of the 
tires on the road. 





Feel it in your fingers. 
Your arms. And your gut. 
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DEVELOPER RELEASE DATE —_| TYPE 
Ea NOVEMBER ADVENTURE 


POTS mC aS SUM CR Cae mC CRS ClCm Ty 
plane overheats. Just one mistake and our hero will be “en fuego!” 


A 


Ne Cee Wate hela CCM LL 
surround you, if you don’t act fast. 


fter playing Jak and Daxter 

for over two hours, we 

finally have cohesive 
information about the story and 
gameplay. Fortunately, our in-depth 
time with J&D convinced us that it 
will be one of the most engaging 
adventures ever! 

As Jak, players must discover the 
reason for an influx of the dreaded 
Dark Eco, which transformed Daxter 
into a  monkey-like creature. 
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Throughout the adventure, you'll also 
discover more beneficial Eco: Red, 
Yellow, Blue, and Green. Each color 
represents types of Eco that endow Jak 
with powers like projectile attacks, 
speed and power boosts, and extra life. 

Jak will further receive help from 
supporting characters such as Daxter, 
Samos Kagai , and Keira, who provide 
him with useful hints throughout the 
adventure, depending on your skill. 
Interestingly, Naughty Dog will 
design the game so that the difficulty 
level adjusts to your performance. So 
if you waste enemies easily and 
find items quickly, the game becomes 
more challenging. 

The core aspect of the gameplay 


# OF PLAYERS ESRB RATING 
1 EVERYONE (P82 PERCENT COMPLETE 


In-depth on Naughty Dog’s latest 


revolves around Jak finding Power Cells 
— keys of a sort that allow you to 


Bes eC 


Some of the game consists of performing some exciting, albeit 
tough, platforming and tasks. Make sure your skills are to speed. 











proceed to new areas. Since no two 
Cells are obtained in the same manner, 











players constantly encounter unique 
minigames, puzzles, and platforming 
objectives, all of which help to keep 
the gameplay varied. 

Some Cells are also recovered by 
beating enemies, which can prove to 
be an arduous task, thanks to smart 
enemy Al. Naughty Dog is spending 
considerable time on making enemies 
life-like. They’ll follow Jak across 
platforms and other obstacles, or even 
group together and surround him. 

Naughty Dog even has Al written 
for the camera system — a first in 
console games. Instead of including 
generic camera code, ND will program 
J&D's camera on a situational basis, 
meaning that players should always 
have an optimal perspective without 
any environmental hang-ups. 

To further ensure that the experi- 
ence is as captivating as possible, 





| Ge Cee esu cng 
ema eam 
background that you 
see is actually a part 
Cymer 
i-\ eM en mR eS 
ECR ALLE 
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An up-close look at 


Pte 


PAN Asics cm meer nC 
is composed of between 3000 
to 5000 polygons, compared 


to Crash, who was about 600 |F 


polygons. At any given time, 
MCT MTEC Le 
15,000,000 polygons. PS2 
power, baby! 


AA LM i seo Cy 
players will usually find power 
TMM con Ce 
right one contains a bee-like 
creature; if you collect enough 
of them, you get a Power Cell. 








A You can dispose of enemies in many 
Cac EAC La em Nm em lg 
yee ce laine eer MAL am aL 
as the Lurkers also have many attacks. 


will eventually make 
aa) Co 






Naughty Dog will eliminate load times. 
In fact, since the game saves automat- 


OTM Bie urls Wd 


ically, the only pauses in gameplay will 
occur during dialogues. Naughty Dog 
can accomplish this task by creating a 
world separated by areas (about 14 
total), rather than conspicuous levels, 
which constantly load into RAM. 

It’s still questionable as to whether 
Jak and Daxter’s gameplay will 
innovate the genre. However, | don't 
care; as long as it maintains solid play 
mechanics, | have no doubts that Jak 





| you combat that Dark Eco. 


| Throughout the adventure you'll find 
| that you have many friends and 
| useful pieces of machinery to help 





# 


and Daxter will offer one of the most 
polished and engrossing gameplay 
experiences around. 


> Tokoya 














the BUZZ 


Naughty Dog has provided a huge world 
PTO eee ORC MEU RUT 
EAC Roe 


| THE EVIL 
| LURKERS 








‘The enemies are numerous ral all have different | 
types of attacks. Since they are smart, quickly | 
find their weaknesses and use them. 
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PUBLISHER 
SAMMY 











atlas alaledlaaien 


A The super moves are executed more like 
RY ta Veet ee 


e’ve all seen the 
a feeble attempts of many 
companies other than 


Capcom and SNK at making a quality 
2D fighter. Titles such as Time Killers, 
Primal Rage, and Rise of the Robots 
suffer from a serious lack of 
precision, control, and game balance. 
However, Sammy’s Guilty Gear X enters 
the 2D battle arena, easily rivaling 
the best fighters from the two long 
established companies. 

GGX successfully combines the play 
mechanics of Darkstalkers and the 
Versus series. This means that players 
will encounter an abundant number of 
combos and chains, air combos, and 
tons of special moves. GGX also sports 
a few unique special moves, like one- 


LOOKING 
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oe 


UG 





+ erHa a, 


ee a 


GUILTY GEAR X 


Bow down, Capcom! 


Ta. 


atte Sc Ses SMe 
s 1 


# OF PLAYERS ESRB RATING 
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L | 
A The character selection screen is 
artistic. There are also some hidden 
characters not seen. 


¥ While I like most of the characters, 
PTC ME yess TU UTE asl ieee lay 
quite lame. 














hit kills, which traditionally reside 
outside the genre. 

Sammy has composed every one of 
the characters and 2D backgrounds in 
GGxX in high resolution. This eliminates 
the cut-and-paste feel of the charac- 
ters in many of Capcom's games, 


the BUZZ 


The fighting system rivals the best Capcom 


fighters. There are tons of moves and 
combos, and precise controls. 





Guilty Gear X sports graphics that are all done 
in high resolution. Not only does this make 


the entire appearance sharp, but eliminates 
the very artificial look of the characters. 


aoe , * 


ice to look at. Also notice the detail of the characters. 





which can be most conspicuously seen 
in Capcom vs SNK. 

The only negative aspect that really 
hinders GGX is that sometimes the 
action can become quite chaotic. 
Fortunately, since combos require more 


skill to execute, things never seem to 
get quite as chaotic and messy as 
Marvel vs Capcom 2. 
Guilty Gear X ought to be a 
welcome addition to any fan’s library. 
> Tokoya 


A The characters look okay, but eae Ele Oa claN Aiea ied elit 
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hile already known 

throughout the PC world, 

Drakan is a series that has 

yet to win over the hearts of console 

owners. Sony is hoping to change that 

when it releases Drakan II, an exclusive 

sequel to the Dragon-populated 
popular action/adventure title of past. 

Following the continued adventures 

of the brave female warrior, Rynn, and 

her dragon, Arohk, Drakan II will 

feature some rather impressive visuals 

and a fairly original storyline. Basically, 


PO See) Clem Comet he mg ec, e 
you'll come across some interesting 
fegcr elle oa eli a nT 


¥ There’s a good amount of dungeon 
crawling also, just like in Tomb Raider. 
PRUE OMAR cM Eat] cla 
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0 eS 
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The sequel to the PC hit soars onto the PS2 





the immortal Spirit Dragons of the 
world are being held captive by some 
unknown force. Our heroine must 
discover who’s behind it, free the 
spirits and bring peace to the world of 


Pada) Fie looks like something straight out of a fantasy book. 





Drakan. How hard can that be, right? 

One of the defining features of the 
first Drakan was how large its levels 
were. The sequel is following in that 
tradition with eight amazingly gargan- 
tuan environments that feature a stag- 
gering amount of detail. You'll have to 
explore the landscape on the back of 
your dragon as well as on your feet. 
The ground scenarios resemble Tomb 
Raider, but Rynn fortunately controls 
way better than Lara ever did. 

If Drakan II can capture the charm 
and quality gameplay found in its pred- 
ecessor, then there’s no reason why it 
can’t capture the same level of success. 
Either way, we'll find out this Fall when 
the game takes flight and lands in your 
local stores. 

> Stephen Frost 


While the PC title was good in its own 


Pre Pees rag 
with improved graphics and gameplay. 
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FLIGHT OF THE 
DRAGON 


While Rynn will explore a lot of 
the terrain on foot, you'll also 
be able to soar the air on the 
back of your dragon. 






wey 


VA While you can cover more area flying, 


you'll have to fight against other dragons. 
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MAXIMO: GHOSTS TO GLORY 


Capcom’s comical action-platformer shows its serious side 


udging by _ its _ first 
world, Capcom’s spiritual 
successor to the Ghosts ‘N 
Goblins games is going to be absolute- 
ly huge. When finished, it will be 
divided into five separate worlds, each 
comprised of an introductory hub level 
and several sub-worlds. And once 
they're beaten, there’s a climactic boss 
battle. We've only seen the “ruined 
kingdom” environment so far, but the 
game will also feature a frozen ship 
graveyard, a lush swamp, a fiery under- 
world, and finally the castle where the 
evil Achille — who's stolen away 
Maximo’s sweetheart — is holed up. 
Each level within these worlds 
carries a consistent theme, but offers 
up some distinct challenges, ranging 
from skull-spitting demon towers to 
pesky blackbirds who swoop down and 
steal Maximo’s power-ups. They’re also 
packed with hidden areas and items; 
there'll be a completion ranking after 
each one, so you know how many 
secrets are still left uncovered. 
Challenge-wise, not only will 
players have to contend with things like 


PROPS TO THE 
OLD SCHOOL 


Maximo borrows a lot of classic 
elements from the Ghosts ‘N 
Goblins games — even the main 
theme music is there! 


VA Fans re) mt ratcl PMT eC hg 
recall the skull-spitting demon towers and 
POUCA WUrA LCM eRe Me eh CeCe Bir) sta 


fiery lava jets and swirling whirlpools, 
but also some seriously crafty enemies. 
Each one requires a specific tactic to 
beat, and each stage boasts unique 
bad guys with different patterns. There 
are even plans to reward players based 
on how stylishly they defeat them! 


Maximo: Ghosts to Glory’s release has 
been pushed back to January, but from 
what we've played, platformer fans — 
and Ghosts ‘N Goblins junkies —will 
definitely want to keep this one on 
their “games to watch” lists. 

> Randy Nelson 


eee f 


4 Every square foot is crammed with obstacles mJ Aree platforming challenges. 
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With huge levels, clever enemies, and loads 
ORY CM mC eM Ly.) 
than just a run-and-jump arcade game. 


be MI Meet eee aye cali g 
theme, each sub-level within the five 
main worlds has its own visual differ- 
ences and challenges. They’re also loaded 
with hidden areas and items to find to 
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or our 50th issue, we felt that we should pay tribute to 
TCM LCR AU MUE TMC lac Mare) Om CME Umar) 
PlayStation. As the ol’ grey box rides off into the sun- 
set, now is the perfect time to present our definitive 
“won't change” list of the 50 best PlayStation games. 
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ERO m Tm een UCR COR a RSet 
INCOM SKY DNA EN CTME CCM Cet Rt oe Oe le ote 


THE PSone ALL-TIME TOP 50 


because if you bought Tekken 3, there would be no reason 
FO TNA 0 CUAL Os Ue ULES Oi CLL 
FORMU Ds CR ROU ac) cee 

Finally, keep this in mind: Over 1,000 PSone games have 
been released in the U.S., and our list only represents the 
TO PRR mes UEC ene RUC RCM Ue 
everyone’s own Top 50 is bound to be different and we 
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BLADE 
) SQUARE 
a EW 


With its realistic one-hit kills, 
free-roaming environments and 
destructible objects, this simple, 
yet very deep, samurai-era fight- 
(Ym Menem MUN SM ane me Lae 0) 
games the genre has to offer. 


VIGILANTE 8 
ACTIVISION 
JUN 1998 

eee SH INU ON CA cM crt] 
IITs eC SSL =) 
out, this later-generation car 
combat game has it beat across 
Tired oe) | (0am (cl 2] exon ae) a1 C0) 
and graphics. Plus, you just can’t 
knock its slick retro setting. 
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Sd 
rye 
JUL 1999 

For anyone that’s 
ever wanted to star in a great 
chase movie like Bullitt, this is a 
dream realized. The concept of 
playing a get-away driver is bril- 
TETRA OM et Re RO MUM Oe 
photorealistic-looking PSone 
games ever released. 


Cy) TENCHU 


ACTIVISION 

SEP 1998 
eee 1 SOs 100 =r 
manages to put you in the shoes 
Co) ire M al a) Celeste 1 ems See] UL 
rooftop sneaking, throwing stars, 





the whole bag of tricks. The 
sequel was alright, but in terms 
of overall design, the original's 
definitely the real deal. 
SOUL BLADE 
NAMCO 
\ FEB 1997 
2 Mixing swordplay 
and a traditional 3D fighting sys- 
tem, this is the best weapons- 
based fighter PSone has to offer. 
It's also one of the best looking 
fighters of the 32-bit generation 
Sen SM a Nese clear] 


qe) 
WARS 
PSYGNOSIS 
ae VAI 
Space combat games have sel- 
dom looked or played better on 
any system. This one's still our 
all-around favorite in the series, 
(lela Mm tne l0=1 pm [el fol@ycoWm (TM) ol Noo 
tary missions of the later games. 
AUG 1998 


ac = This side-scrolling 


shooter’s unique play mechan- 
ics, excellent levels, amazing 
graphics and unmatched pro- 
duction values make it the best 
of its type on PSone, and one of 
the best we've ever played. 
S98 
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sels. 
SQUARE 


aaa 
— EIDOS + FEB 
and length, this is easily one of 
the most well-produced adven- 
elevated it into then upper ech- 
elons, though, is its witty, 
eS 
cry aye 
VN] 
Its mix of haunted house chills, 
solving may hail from the dawn 
of 32-bit, but this founding 
among the best (and scariest) 
experiences available on PSone. 
THE DARK 4 
NOE aN yi ass) 
Sure, it's not exactly original, but 
it is longer, scarier, and better 
RE. Plus, the emphasis on using 
a flashlight really breathed new 


200 In terms of gameplay 
ture games ever. What really 
Clay elroy ao Aare ROMA NTe] (OC O Aa 
CAPCOM 

zombie movie gore, and puzzle 
f=) Un slmme) STO 71] 0) Co) S| 
cy ALONE IN 

JUN 2001 
looking than Capcom's original 
life (and frights) into the genre. 


Bis ee 
OF DRAGOON 
SONY CEA 

== JUN 2000 

Some RPG buffs might dismiss 

this as a Final Fantasy knock-off, 

but we find its innovative combat 

(== AVAL ALA Sam OI) 

also appreciate how its cinemas 
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“== Finely-tuned game- 
play, cleverly designed chal- 
lenges, and one of the most 
Ao) ea) ml Vas SRO) SR USS 
ever leapt into make this a plat- 
former that we love to play and 
look at. It’s really like being inside 
TOM rela A ere) NU aTom cele dam OM Com 


TOMB 
RAIDER: LAST 
REVELATION 
“= EGIDOS «DEC 
1999 The fourth chapter in 


(Go) cexowre(e\ lat =m =I =m (00) mA) 
best elements of the first game 


RAYMAN e2 


and worked out the kinks of the 
second two. Lara's new abilities, 
plus its level design and variety 
make this the best of the bunch. 

Ey 

a mts. 

SONY CEA 

a FEB 1999 

There have been lots of “special 
ops” action games on PSone, but 
this one really makes you feel 
Ti <cMmel0 i Ca n= La ere ete) eo 
Plus, the levels and lock-on sys- 
tem are really well thought out. 


BREATH 
OF FIRE IV 
q CAPCOM 
. Dec 2000 
This has always been one of the 
best RPG series for character 
development and well-written, 
witty dialog. Its fourth chapter is 
definitely the best of the bunch, 
both story-wise and graphically. 
CAPCOM 


cL) SEP 1999 


= Capcom turned up 
the action in this new take on 
survival horror, introducing excel- 
lent real-time 3D backgrounds 
and some terrifying Jurassic-era 
Cea LM CSM Lee Mme 
fin) eee Ms ele 
oye] UyN te Vole) 


ea 


ee 
batt hh) 


EE = 2000 This long- 
SNES RPG not only showcases 
Square's attention to quality and 
like to see in the Final Fantasy 
series, such as the ability to see 

ACE 
er) Aya 

4 1997 In terms of 

realism, mission objectives, and 
combat game takes the cake. 
Armchair fighter jocks will also 
not to mention the fast, detailed 
visuals which eclipse even AC3. 

SONY CEA 

NOV 1999 
the most unique art design in a 
PSone RPG, this game also wins 
tem, good puzzles, a great story, 
and a truly epic feeling to the 


awaited sequel to the classic 
ES (o) aval Olea] omen UN INIT =1e] 
Uae eRe eM OOM aT] Os 
NAMCO «+ AUG 
aielene see mre(el elem ULSI ial 
appreciate the real-world jets, 
Sy HPN 
Gi) Boasting some of 
Le) TUN Me] A=) <@o1| (101 Oe] t SM) oad 
70-plus-hour adventure. 


ce eee rs 
STAGE Il 
MIDWAY « OCT 
a 2000 ATD got 
everything just right in this 
sequel to a game few remember. 
TASH SUT=)|\VARSICU LAT LaT oan PLL eI Ua 
ability to race on ceilings and 
All Simo) USwesce) aco] 2y=] aN IV cre] 810), SH 
that make this one of our faves. 
NEMESIS 


J : CAPCOM + NOV 


1999 The final RE game on 

PSone (we're not going to count 

Survivor) has the best back- 

grounds of the series, plus its 

randomized events and multiple 

plot branches really set it apart. 
gE 


ry cya 


—_ SONY CEA - OCT 
1999 There have been a lot of 
go-kart racers on PSone, but 
none as good looking and great 
playing as this. It also has won- 
derful courses, and is surprising- 
ly deep, thanks to a very well- 
designed adventure mode. 


a aw 
eT Tae 


27 = Videogame soccer 


DEC 2000 
doesn’t get a lot of attention 
here in the States, but this is 
certainly one game that no 


TS 
EVIL 3: 


eee 

team Al is some of the best to 
Ee 

Not. only is the control and 

puts it in a class of its own. We 


sports fan should overlook. The 
fluid control, field visuals, and 
be found in any sports game. 
SSS 

26) HOT PURSUIT 

= EA + MAR 1998 
course design great in this racer, 
but its Hot Pursuit mode really 
can’t count how many hours 
we've spent playing it! 
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MEDAL OF 
HONOR 2 
EA» OCT 2000 
aes From top to bot- 
tom, this is the definitive PSone 
first-person shooter: Its missions 
and atmosphere put you in the 
heat of WWII — its weapons, 
enemy Al, and graphics are 
amazing stuff, too. 





KLONOA 

NAMCO + MAR 
1998 It may not 
be the most com- 
plex or lengthy platformer, but 
(ui t-] aya SoCo] (OTL aL) 
while it lasts. The stages, 
actions, and look of the game 
ElccMtst]INACel Fle Mev tree CEU|, 
classic side-scrolling feel in 3D. 








any oD a7 
1997 We’ re hard-pressed to 
pick a better 2-player puzzler 
on any system. The teaming of 
furious block-clearing and clas- 
foe Telco Men ]r-(a EMM ANTe) I 
— and unbeatably — addictive. 


DRAGON 
ye) ela 
olen Petite BE) mon Me) t=) 
most polished “traditional” 3D 
platformer gameplay on PSone, 
combine it with an absolutely 
huge, varied quest, and you 
have this true gem in Spyro. 





j=") MPLA gn ecu een 


SQUARE « SEP 
1999 Take the 
Pare) fare Fantasy gameplay, 
add in more human characters, 
a strong love story, plus lots of 
extra features and you get one 


ARC aa uTel=i ano) =I 


experiences PSone has to offer. 


4s Nal PY t 
aU Nt 

oct 1998 

Sci-fi themed RPGs 
EME lM ale )e)2\ gam 0 ame a =a Cn) 
good is once-in-a-generation 
SU COMMON CU Man =a gM oya 1c 
tle system to its thought-provok- 
La eRS COMA ODOR UIU NAM MNO 
part of an epic space saga. 








aS 

A TN) 4 

TAC it] i) 

ye) SN) 
FF Bala rl caso =e em tl oe aTO) 
only PSone's best strategy RPG, 
but probably the best on any 
console. You can't beat the mix 
of FF caliber story with incredi- 
bly complex grid-based battles. 








EA SPORTS 
AUG 2001 
Sports games are an important 
part of PlayStation, and they 
simply don’t get any better or 


— 


| deeper than this year’s Madden. 


Not only is its gameplay air- 
tight, it’s also loaded with extras. 


Ee etele) 


PARA 
PARAPPA 


aise loss 
SONY CEA 

NOV 1997 

re Co (U lamer lana) gaara | 
Cola ptetialem Ug C(I 
that this granddaddy of rhythm 
games has some of the best 
music and characters on PSone. 
14M) \Ve0 exe [a1scv=le 0) 





Sh JAI iat 

Nd 

10) \h ae =7y 

AUG 1999 
This semi-sequel to Parappa 

| the Rapper has even better 

music, better “feeling” game- 

play (the guitar just plain rocks), 

and the two-player modes take 

the experience over the top. 








a 








ES ee 
KONAMI 
FEB 1999 If any 
game outdoes the 
Pe PSN Says] eee 
factor, this is it. It’s not as action- 
packed or deep, but the story- 


| line, monsters, and camera 
| work are definitely a notch 


above the other horror games. 


WIPEOUT XL 
PSYGNOSIS 
OCT 1996 
LeU) (U Lamm (=] ES) 
ae don’t get any better than 
this. The handling is simply awe- 
some, as is the track design, 
FI Cn -escla Mo) msyel=s(e NR) 0 
FIrclin)Aam oa Han | are eae) 
AaT=M oleae) Ae] tr-[e con) 18 





TEKKEN 3 NAMCO + AUG 1998 
Hands down, the best 3D fighter on PSone. It’s well balanced, has a great lineup 
' of characters, and is incredibly deep. It also moves like a dream, making it one of 
the best-looking 32-bit fighting games, topped off by gorgeous trademark Namco 











TT Cael 
KONAMI + OCT 
1999 One of the 
rare RPG sequels 
Lare]meeya ta Oma eM engl aT] ks ee 
ryline, this game gets high 
TIER MICH Leal Kaen oleKe)g 
MU Sla 61 NVANTa tla (oa =) 
developed characters, and sur- 
prisingly fast-paced battles. 





GAs 
FANTASY VII 
SQUARE + SEP 


T= Aeemsale 


not be the best looking in the 


BSS a eh lesa coln 


CMe Beti-)-] aa) ae) lm cre aT (oe 
gy and old-school gameplay. It 
also has the best story and most 
memorable characters overall. 


cinemas. What makes this game even better is its wide array of exclusive extra that weren't in 
the arcade game. Tekken Ball and Force Mode (a side-scrolling beat-'em-up) added lots of 
replay value, and hidden fighters, like Doctor Boskonovitch, are simply too cool for school. 


Se Ase Le Tate] 

















Cie aT MY 
Tantalizing 10 





AY emmy Vcd) tel al ony We TOYZ 

eee We love all the Crash games, but this one is dearest in 

Ma Males econ ee M em ner neh acoA} 

<== gameplay. Seriously, this is the best “feeling” old-school style 
platformer we could ask for, and the level variety (be it jetskiing, motorcycle 
riding, or many others) can’t be beat. It’s pretty much the pinnacle of what 
can be done with this series, and Naughty Dog really saved the best for last. 





TONY HAWK’S PRO 
SKATER 2 ACTIVI- 

SION » SEP 2000 
Where the first game innovated, the 
sequel escalated the skateboarding 
genre to new heights. It has some 
of the most rewarding gameplay on 
PSone, or anywhere else, for that 
matter. It's incredibly responsive, 
and doing tricks just plain feels 
right. That’s all well and good, but 
means nothing without great level 
design — something that THPS2 
has in spades. There's always some- 
thing new to try, or a new secret to 





Sy va 
ey be Rrra 
“ MAY 1999 In the 


OMe PlayStation arcade-style 
[r<(el| a} 2m) Sere C18 QO) Ms BCU CCl 
game than Namco’s final PSone 
Ridge Racer. The series got better 
and better through its many itera- 
it(e)akcvan UL alla aare\e| cM mn LU loom r=] ON TI Ua) 
R4. The graphics are better, the 
handling’s bette, and, most of all, 
the courses are without equal. Not 
only that, but the number of 
unlockable cars — while not in G72 
territory — is huge, and the surpris- 


PS/VE 100% incePenbent PLaYsTATION2 MAGAZINE ) 





find. It’s made even deeper through 
character development, create-a- 
skater, and an awesome level cre- 
ator that sends the replay value 
soaring. We're still trying to outdo 
each other's best skate parks! 





ingly deep season mode adds icing 
to an already delicious cake. It’s a 
testament to this racer’s quality that 
we still play and talk about it regu- 
larly, and hold it as one of the best 
examples of the genre ever made. 


a 








OR | were 
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* MAY 1999 How do 
you make the ultimate 2D fighter? 
Well, ask Capcom, since it did just 
LUT) an LUN LS UAT Ke WP gTemmerel nae ame a 
PSone, down-sizing the arcade hit 
without sacrificing any noticeable 
amount of graphics, sound, or 
playability. Not only that: it’s way 
better than the coin-op original, 
thanks to not only a bevy of new 
hidden characters, but also the 
exceptional mission-based World 
Tour mode. It’s also incredibly deep 

Barts a NOV 


(6) 2000 Square went 


back to basics with the storyline 
and visual design of its last Final 
Fantasy on 32-bit — dragons, 
eal e1AleSHam P)|A casi 4cle Ko ae] r=(@t 3] RM 810] 
all — and we ate it up. The look of 
this game is phenomenal, from 
backgrounds and FMV to its char- 
acters. While not as dramatic as 
FFVIII or as ground-breaking as 
fam Alaa tie) esce (econ ORCAS 
best overall presentation of Final 
Fantasy (and RPGs) on PSone, 


(5) sony CEA + DEC 
4 


= 1999 G72 isn't neces- 
sarily a game you play, but rather 
one that you five. It’s billed as “the 
real driving simulator”, and that 
ain’t just hype — simply put, there is 
no racing game that is more realis- 
tic on PSone or any other system of 
LunteMteli@rs\1nlcir- lea MAN (MoM i e0) 0] po 
es aren't as memorable as R4's, the 
rest of the game outclasses it turn 
for turn. It’s incredibly deep, with an 
almost deity-like level of control 
over car settings, and the number 


FINAL FANTASY 





GRAN TURISMO 2 





St) 3 


co CAPCOM = JAN 
¥ 1998 Without taking it 


OME Meo ANel iCKeulanetcn ty 
Capcom pretty much rewrote the 
book on survival horror with its sec- 
ond game in the RE series. 
Everything is bigger and better: the 
graphics, the gameplay, the chal- 
lenge, and especially the shock- 
factor. RE2 also continues to be a 
standout in that you play through it 
TiC eM et pTe[r-lel(=] pcm a oss(=lg (ooo) co 
ting two separate (yet intertwining) 
games. This translates into a hugely 





nen se 





compared to the rest of the PSone’s 
Live1al aye mexe laa =cHm Wale |)cMI OM ColFcoM Oya] a0 
to its huge roster of characters and 
ground-breaking Ism system, which 
outfits them with multiple player- 
selectable fighting styles. Hadoken! 





story, art, and gameplay-wise. Plus, 
ese sta] MC st=) (emt SoMT ATOM COAL 
remember the original NES and 
SNES games — or anyone who 
wants to see where the series came 
from and why it’s so beloved. 





of challenges boggle the mind. 
VALU MMAL LATO STOR) goo SM 
massive car roster, which features 
just about every big-name set of 
wheels imaginable. It’s a daunting 
game, but worth every bit of effort. 





replayable experience that’s still, 
without question, the scariest on 
PSone. Its presentation also truly 
delivers that big-budget Hollywood 
feel. Crank up the stereo, kill the 
lights, and see what we mean! 
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She Mas bho 
WD she’s sa@okin’. 


If you enjoyed that, you're gonna love being 
a dragon. Your most pressing dilemma is, 
“How shall I dole out the agony to my 
enemies?” Drop blunt objects on them? 
Naor Mats Msi Mo Meme Pacer costes 
attacks? Or go old school and crush them in 
your lethal jaws? Up to you. Just remember, 
youre 20 tons of lighter fluid...and the world 
is your barbecue pit. 
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KONAMI * OCT 1997 Since 
the days of the 8-bit NES, 
Castlevania has been one of gam- 
ing’s most loved series. It's had its 
share of rough spots, but its first 
outing on PlayStation certainly 
an eeal Kolm cnr nm Ge )an1e) al arom ta 
series’ classic adventure-platform 
gameplay with cool RPG-style 
character develop- 
Tanl=1n lH Ce) a=] me (211 
re-invented the series 
and created one of the 
top action/adventure 
feFTanlcMe) mre) Ole 
only is its gameplay 
unmatched for a game 
of its type, but it 
remains one of the 
most visually impres- 
sive titles in the PSone 
library, despite the fact 
that it’s a 2D game on a predomi- 
nantly 3D system. The attention to 
detail it showcases is truly amaz- 
TatcHarslCe Meio] ag 0) 9)p1=1K-K=\ 1AM Ne) c) 
so. Helping things along is one of 
the greatest mood-setting music 


soundtracks we've ever heard. On 
top of it all, its game world — the 
interior of Count Dracula's castle, 
for the uninitiated — is brilliantly 
designed, not to mention down- 
iifs}a}e ale) s<om sa 1A Are] =y= Mo) UT=M*Y=] ES 
boasts its own very unique ene- 
mies, theme, and challenges, and 
Laon olosoM oye] (=er-] (Meee nT 





own right. In fact, in the end, this 
fof] g = ca Usa as] oar= Mo} SHR 
ultimate melding of old-school 
gameplay with 32-bit era depth... 
and it’s one experience you'd be a 
(blood) sucker to miss. 














SONY CEA « JUN 1999 If 
Castlevania: SOTN represents the 
ultimate melding of classic 
gameplay with new-school 
know-how, then Ape Escape is a 
new breed of game that’s rooted 
firmly in the 32-bit generation — 
and will hopefully inspire many 
more firsts like it. Sure, it’s a 3D 
platformer.. but that’s only what 
you see at face value. Look a lit- 
tle further and you discover just 
how ingenious it really is, which 
(iite] com UCM UN eM nT- |AIM Itt =eT-[6] 
Lire) a) eae om eral =O LCE e) (=) 
gamers. In a nutshell, this game 
CaM eS a ol0) Come] pe -olele be (ole) aren 
its damn clever. It’s the only 
game to require a DualShock 
controller to play, and for 
good reason: it does a heck 
of a lot of things with it. 
Instead of just jumping on 
monkey’s heads — in a 
stroke of zany genius, you 
hunt monkeys — you have 
to catch them in a net, 
which is swung with one 
analog stick. You also have 
to crawl and hide, per- 


Pen esta 








formed by the seldom-used R3 
and L3 “buttons”. Even more 
charming are mechanics such as 
a row-boat that used both sticks 
as oars, and an RC car that con- 
trols like the real thing. Combine 
all of this with brilliant cartoon- 
style graphics, great level design, 
cool characters, and downright 
wacky story elements and you 
have a platformer that just could- 
n't be done on any previous sys- 
laa AC CRU ne Re) moy= gn Marea 
PlayStation was designed for, and 
it not only tops the platformer 
genre, it topples it. So, defy the 
norm and go get a copy. You'll be 
glad you did — and so will we! 





ILLUSTRATION: RYAN KINNAIRD 
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One unstoppable viking on the road 





didn't hide. 





Warriors 








Before camouflage, 


PlayStation. 
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KONAMI © OCT 1998 If one 
game could sum up PlayStation — 
and that’s no easy task — then this 
is definitely it. So, why did we decide 
on MGS as Numero Uno? Maybe it’s 
the graphics. It could be the game- 
play. But in the end, we guess it all 
comes back to something we've 
ir] <form (o) =| 80] an asl a <n Mm == 
Fela com tnT omy col=1g (op oe 

When Hideo Kojima and his 
team set out to make MGS, they'd 
never made a 3D game before — 
but they had a vision. The result of 


Opening credits and never lets go. 
Through skillful use of the PSone’s 
graphics and audio power, you real- 
ly feel like you're Solid Snake, mak- 
ing your way into the captured mil- 
itary compound on Shadow Moses 
Island. By arranging hundreds of 
Lego pieces in the real world, ie 
OT Te STU ak S 
world is as fully realized as possible le 

on the hardware. Even honest-to- i 
goodness military consultants were : 
Celta COT a TOT C0] 
game's weapons arsenal and tac- > 


man, Yoji Shinkawa, the 
game's characters come 
to life — and you grow to 
really care for them 
through a Holly- 

as wood caliber script 


which is part game, part movie, _ tics were the absolute real deal. Pope and dialog that’s 

part secret agent simulator that re AUalcolt slab Ualemela)(o)fe\cite-|0)|<X-] aa ss expertly voice acted. 

Ue CMV elU Mm ar-n1 mg iKe ats) SIN of Kojima’s right-hand | iq he The gameplay itself 
' , 2 


| yy) Dante un aval 
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is every bit as solid (if you'll pardon 
the pun). Every move Snake makes, 
every shot he takes, and every 
ole) N =m aM Oca CMM IS Mey cleel cen 
(COMM e)-(e (=e MU itam inom a(eO)) 
plot swerves and action sequences 
found in the best action movies — 
but with you as the star Behold the 
pinnacle of 32-bit gaming. 





ILLUSTRATION: TRAVIS CHAREST 
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Kevin Harlan And Bill Maas Elway, Dan Marino And Steve Young 
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Gh: 
PSM CHALLENGE! 


RULES: Challenges are limited to one entry per person. That means you can’t 
En Aes i aot Meee ieee UAL aly 
Car ieMeys CPN lTM Meme tee elite me Lm (LaCclam ColmECU Smee coy an ULL 
accepted on November 1. If there are multiple winners, then we'll do a raffle. 
To prove that you accomplished one of our challenges, either send a picture 
or a videotape (sorry, but we can’t return them). Sorry, no e-mail entries! 

SEND YOUR ENTRIES TO: PSM September Challenge # (the challenge you're 
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Dan Herrick of Horton, MS 
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Surman ECM CERRO (mt LM Mae peter oe er We Le THIS MONTH'S PRIZE 
PACKAGE: 
CHALLENGE #1: Time Crisis 2 Twisted Metal Black 


Complete Crisis mode and videotape or photograph the menu screen, 


BE Td (163 
proving that you’ve completed the objective. ee. 


CHALLENGE #2: eMC eT IE) ar 
Since this game is extremely tough, Bran? complete rare Pane Elile} 
videotape or photograph the ending sequence. Good luck! 


CHALLENGE #3: Chrono Trigger 

Obtain Ending 2 according to our Bee guide and videotape the 
ending sequence. If you use a camera, es a eae Carell 
Moker tute Ee d nea Ogre] el sce 
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096):::, STRATEGY 


SELECT 


° 
Oo” 


TIME CRIS. 


Hidden Modes 


here are tons of hidden modes 


in TC 2; we tell you how to 
unlock them. 





SARUM RUM MET name ae MT rete(=t) 
features; be persistent, and get them all. 
Sp au Se 


Mirror Mode 


Finish the Story mode with 
one credit 

Finish Story mode twice 
Finish the Story mode using 
Auto Weapon 

Finish the Story mode using 
Infinite Ammo 

Finish Stage 1 in Story mode 
Finish Stage 2 in Story mode 
Every time the player uses all 


Automatic Weapon 
Infinite Ammo 


Wide Ammo 
One Stage Trial 2 


One Stage Trial 3 
Increase Credits 








credits in Story mode, one 
extra credit is added. After nine 
credits, the credits change to 


FREE PLAY. 
Arcade Special 


¥ this is another area where you can unlock a lot of cool 
stuff. However, it’s tougher than Arcade mode. 





Crisis Mission 
Hints 


of times 


Days 2-5 and Final Day Clear the majority of the 
previous day’s missions. 
Finish all of the missions for 


Mission Ex DAY 1-5 
that day 
Final Mission 2 


Unlock either Mirror or 
Automatic Weapon modes 
Special Arcade 2 Extra Unlock Shoot Away 2 Extra 


CRISIS 
MISSION 


Finish Story mode 
Fail the mission a set number 


2) 








Extra Mode 


Finish all hidden missions as 


well as the Final mission 


Music Player 





ere’s a strategy to beat the 
bosses. Plus, we have included 


a few codes. 


TIPS AND CODES 


Extra Continues, 
Health and Time 
Limit 

Continue more than 100 
times, and get infinite 
continues. Continue 
more than 30 times and 
you'll get four continues. 
Continue more than 15 times and get 3 continues. If you 
die a lot, the game will give you more health. Finally, if you 
constantly run out of time, you can increase the time limit. 
Check the Game Settings under Options to adjust this stuff. 





Extra Options 

Playing through the Arcade mode on different difficulty 
levels will also unlock a variety of features in Extra Options, 
including Scope View Type, No Marker, No Cursor, etc. 





Half of a Health Pack for 5 seconds 
In Arcade mode, pause during gameplay and input the 
following code: FF DLS >< 3 @OO 


5 Seconds for Half of a Health Pack 
In Arcade mode, pause during gameplay and input the 
following code: ©O> EH DEeVUAT 





Don't try to shoot her when 
she is running; shoot at the 
center of the flame once 
she stops. You can usually 
get off two shots before she 
moves again. If you hit her 
at least once, this should 
stop her from burning you. 


Quickly take out the 
enemies in white so that you can 
concentrate on the boss. If you go 
for the head shot, good for you, but 
it's not necessary. If you continue to 
hit him on any part of the body, he 
will stop firing and miss you. Either 
method should work fine. 


The easiest way to dispose of him is 
with a head shot. In the beginning, 
position the crosshairs just to the 
right and down of the hostage's 
armpit. When Cobra throws 
something at you his head will stoop 
down into this area; when he does, 
shoot him immediately. 


Finish the very Final Mission 


SILENT SCOPE 2— 


Bosses And Other Tips 








SC aa 






OK ©BACK 


Re ace 


The first part of the fight should be 
easy; just shoot the barrel of the tank 
a few times. When he gets out, he 
doesn't put up much of a fight. 
Like the second boss, either go for 
a quick headshot, or just shoot him 
a bunch before he can get off 
any shots. 


You're more likely to run out of time 
than be killed by him. Your main 
objective should be to hit him in the 
head ASAP. It may seem easy, and 
you may think that you hit him in the 
head, but it can be quite tough. All 
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QUICK & 
CRASH 





Additional Minigames Place within the top five in 


Standard or Final cup and 
you'll be able to unlock a 
variety of minigames, 


Y This reminds me a lot of Duck Hunt for NES. It’s nothin’ 
pyre Ta a ee Mend ella 





Get the High Score in Retro 
mode of Shoot Away 2, and 
unlock the Extra mode. It’s a 
simple, but nostalgic, game. 






that | can tell you is that 
you need to identify him 





when the scope isn't 
zoomed in, and when you 
find him, hit him. 









Sho and Kane 

| suggest that you go to the 
Boss Training mode to figure 
Out their pattern. Since you 
have two enemies and they 
move quickly, time will be 
crucial; so go for the 
headshot. The best time to do this 
is when they are about to throw a 
knife at you, or when they charge at 
you — in both cases, they are 
momentarily stationary, making a 
headshot possible. 


In the clock tower in the windows 
just above the clock’s face, you'll 
notice Big Boss dancing with the 
chick. Although you're moving a lot, 
you should be able to nail him in 
the head for the final shot. After 
that, just be careful to hit the chain 
link and let him fly. 
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eR koe 


Throttle the competition with hard- 
core hand-to-hand combat. 





Hyper-realistic racing velocity and Make ‘em feel you with combat 
major air give new meaning to weapons like snow bombs, mis- 
“breakneck speed.” siles, and The Atomic Snowball. 





MIDWAY 


Sneak Preview @ www.arcticthunder.midway.com 


| Mild Violence 


: PlayStation. Paes 
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You' ll encounter a variety of traps through- 
out that have a wire strapped to explosives 
in your path. Simply get close, and cut 
them with your knife. Also be aware that 
these traps don't stop any monsters. 


Ceres 
On everyone of the bugs, you'll notice that 
there's a green core. If you can, always try 
to use the sniper mode to hit this core. This 
will dispose of them quickly. 








You’ ll find a save. : point and an MTS 
Vaccine. Cut the line trap, or go around to 
where the white box lies in front of some 
hanging wires spitting out electricity. 
Destroy the box with your knife and crawl 
under the wires. Use the code (51204791) 
that you got from the window. Also grab 
the box containing a Booster shot in the 
bottom right corner. 


iiaTasinin 








ee 
Once you cross the bridge, immediately go 
left and grab the flamethrower Now go 
straight and slightly to the left. You should 
find a truck with its back open. Go in here 
for safety. The monsters should hang to 
your left while you're inside of the truck. So, 
first destroy those barrels to hurt them, and 
run back inside. Now, jump out and shoot 
them, and jump back inside. Repeat this 
process until they are all dead. 





vabsshaseh — still 

Kill all of the surrounding enemies, 
especially the two pods that lie in the pit 
with this boss; this will make this fight 
easier. Now during the fight, hit the little 
glowing ball at the base of the monster 
immediately after it attacks. When it twirls 
its arm, it will unleash three slams. Simply 
run left and right to avoid these slams. 
When it does the giant swing attack, simply 
run to the opposite side of where it begins 
the swing; it will never touch you. When 
small enemies appear, quickly waste them. 
You'll probably have to hit the glowing ball 
20-30 times to kill it. 





Constantly move around to dodge his 


SMALL BUGS 

These are the most common 
enemies around. To conserve 
ammo and life, | would ignore them 
most of the time. If you do avoid | 
them, constantly stay on the move 
so that they cannot attach them- 


selves to you. Only attack them if you're surrounded. 


MUTANT DOGS 

Tey =f=f=c aml an arelt aoa canna 
you can. Fortunately, they're easy to 
kill. If you move around, they will do 
a jump attack and miss, leaving 
them temporarily —_ stunned. 
During this period shoot them 
as much as possible. 


PURPLE BATS 

OU aeceM lars cee tee) =n SMB] 
to move around when you can’t see 
them, or if they attack. Once you 
spot one at a distance, just open 
LCS Li (e)U aT =A UAT A Oa 
attacking you, stick ‘n move. 


MUTATED MARINES 

Although they won't infect you, 
their guns will tear you a part. 
When fighting, try to find cover 
somewhere; | suggest finding a 
pillar or crate. When they open fire, 
LalCel=a-]aTe MAEM UVR Co) OM OTT ole e 


and shoot. Try to target the core to off them quickly. 


missiles, and stop to fire a grenade 
when you can. Repeat the process 
until he's finished. 






cht i 
ee you suerte ~ high security area of the 


Control Tower, turn on the cooling system. 
However, there's a wall of water blocking 
you. Run into the water as far as possible, 
and slash the pipe with your knife. Turn on 
the cooling system. Once the water freezes, 
break the ice. 





Once you complete the game, save it. Start 







MUTANT TURRETS 

Simply shoot at their cores with 
your scope from a distance outside 
(eM cnT= em (LNA C-lg ODOC TICOTIA 
their range, they can cause some 
serious damage, so be careful. 


MUTANT HUMANS 

These enemies are common, but 
not a huge threat since they are 
fairly weak. However, they can infect 
you and cause serious damage if 
they can get close. Just stay at a 
safe distance and open fire. 


MUTANT BUG 
REPLICATORS 

Although they cannot really hurt 
you directly, they spawn those 
annoying little bugs that can. Kill 
them whenever you see them. 


INFECTIOUS H20 

There are two types of water 
creatures: one that resembles 
spikes that cause in-fection, and 
another that takes form and attacks 
you. Neither can be hurt, so flee 
from them. 


MUTANT PODS 

BU pssr=¥el (OM RUM NO ETN BO) OOS 
except that they have a core and 
(e-]PM eam VOU IM OORT] ae) -mmtg ae 
Just shoot at the core before you 
A ell tro] U0 


from the beginning. This time you'll start 
with a load of ammunition and health 
packs. Although this seems minor, 
and we're not sure whether you get an 
alternate ending, you would think 
something might be different. 

Fir a 
Winning this battle depends on the position 
of the boss. If he hangs around the sides of 
the hovercraft, ascend the ladder, go up the 
walkway at the end of the boat and waste 
him with the mounted machine gun. If he 
fights from the rear of the hovercraft, get on 
top of the truck and blast him. When those 
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bags of goo are fired at you, be sure to 
eliminate them before you proceed with 
your battle. When the boss jumps 
on-board with you, there are two methods 
of killing him: either waste him with the 
Missile Launcher, or shoot at his glowing 
core. For the final version of the boss, climb 
on a crate and fire a missile at the deck; 
this will hurt the boss and kill any smaller 
enemies crawling around. Now just move 
around to dodge fire and hide behind 
boxes for cover When it’s safe, stop and 
launch grenades and missiles at it 


PlayStation.c 
































“RETURN OF 
THE ORIGINAL 
GANGSTERS” 

- GAME INFORMER 


Lat 


Fi 


“FRANKLY THERE 
AREN’T ANY OTHER 
TITLES LIKE IT QUT 
THERE. EVEN IF THERE 
WERE, | HAVE A 
FEELING THAT THEY 
COULDN’T EVEN BEGIN 
TO COMPETE” 

—- PSM 


= 


“GRAND THEFT 
AUTO 3 WILL 
DEFINITELY BE ONE 
OF THE 
PLAYSTATION 2’S 
MUST HAVE GAMES 
OF THIS YEAR” 

- PSE2 


“ONE OF THE MOST 
EXPLOSIVE TITLES 
EVER TO GRAGE A 
HOME CONSOLE” 

— GAME INFORMER 


“GRAND THEFT 
AUTO 3 HAS ALL 
THE MAKINGS OF 

APS2 
BLOCKBUSTER 
STL CG zz 

- GAME INFORMER 


“GRAND THEFT AUTO 3 
WILL BECOME ONE OF 
THE MOST IMPORTANT 
GAMES OF THE YEAR” 

- IGN.COM 


“THIS GAME IS GOING 
TO MAKE AN IMPACT” 
- PSM 





COMING FALL 2 


oOoO1 WWW .-ROCKSTARGAMES.COM/GRANDTHEFTAUTOS 


“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. 


eis The ratings icon is a trademark of the Interactive Digital Software Association. DMA design and the 
® Visit Www. esrb. or DMA Design logo are trademarks of Take-Two Interactive Software Inc. Rockstar Games and the 
S . g Rockstar Games logo are trademarks of Take-Two Interactive Software, Inc. © 2001. All rights reserved. 
Note: Rockstar will be following IDSA guidelines for M rated games in the marketing of this game. This ( = 
or call 1-800-771 -3772 game contains violent language and behavior and may not be appropriate for persons under the age of 
17. It is a comic interpretation of gangster activity and the story, names and incidents portrayed herein q 
EI Weese er) 





for more info. are fictitious. No identification or similarity to actual persons, living or dead, or to actual events is 
peg intended or should be inferred. Any resemblance is coincidental. The makers and publishers of this 
videogame do not in any way endorse, condone or encourage this kind of behavior. 
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FINAL FANTASY 


ere are the secrets and glitches you may have missed 
the first time you played these games through. Good 


luck and have fun! 





FINAL FANTASY IV 


Although you may have beaten it, there are 
a few secrets and glitches you might have 
missed the first time through. 


Duplicate Weapons 


LHand 
Bool ToCs ToD Ty 


7:10 Shadow 





4 poo peat Re tot L bad 
LHnad ¢Shadow 
Head (Shadow 
Body *Shadow 
AarmstGhadow 


pee at eo CT 
Lind ¢Shadouw 


: 2@r)Shadow 


Potion 





1. Equip Cecil with the Ancient sword, 
which you can sell for 9500 Gil. Engage in 
a battle where the enemies aren’t tough. 
2. When it’s Cecil's turn, choose the Item 
command. Select an empty. space in the 
inventory, and then remove the Ancient 
sword from Cecil's right hand. 

3. Finish the battle and open the menu. 
Equip Cecil with the Ancient sword, but this 
time it shows that there are two Ancient 
swords in his hand. 

4. To separate the swords, remove the two 
Ancient swords from Cecil's hand again. 
Then equip it again right away. Now one 
Ancient sword will be equipped in his hand 
and the other will remain in the inventory. 
5. Stack up as many Ancient swords as you 
like. When you reach 100 or so, you can 
trade them in for 950,000 Gil! 


Dwarf Castle Crystal Glitch 

After beating Calbrena and Golbez at the 
Dwarven Castle, Rydia returns. Cast Warp 
immediately after King Giott finishes 
speaking. This will transport you to the 
Crystal room that is behind the throne. If 
you snatch the Crystal now, you won't have 
to travel to the Sealed Cave. However, you 
must still take Luca's key, and enter and 
leave the cave. Also, Kain still takes the 
Crystal, as if you've defeated the Evil Wall 
for it. 


Get Excalibur 
Get the Rat Tail from the Land of 


CHRONO TRIGGER 


Here is a list of the following conditions for 
obtaining the various endings of Chrono 
Trigger 
























Ending 1 

After Crono returns to life, examine the 
Bucket at the End of Time to fight Lavos. 
By the way, obtaining this ending will 
unlock New Game+ mode. 


Ending 2 

1. In New Game+ mode only, when you're 
in Leene'’s Square immediately after Marle 
Joins the party, locate Lucca's teleportation 
device and examine the shining dot on the 
right pod. 

2. Or, beat Lavos in Ocean Palace, which 
prevents Crono’s death. 


Ending 3 

In New Game+ mode only, after you beat 
Yakra for the first time in the Cathedral, 
and before the trial, return to Leene’s 
Square 1000 AD. Again, inspect the 
shining dot on the right pod of Lucca’s 
Device to fight Lavos. 


A Here’s the bucket you use to fight 
Lavos. “Bring me a bucket... “ 






Summons. Now go to the Mythril Village, via 
the Hovercraft connected to the enterprise. 
If you follow the shallows southeast, you 
find a cave; this is Adamant Grotto. Go in 
and speak with the character in blue; give 
him the Rat Tail. He'll exchange it for a 
piece of Adamant. Return to the under- 
world and go to Kokkol’s blacksmith. If you 
hand the piece of Adamant to Kokkol, he'll 
make you the Excalibur. Only Cecil can use 
this weapon. 


The Knife 

Talk to Yang’s wife immediately after 
emerging from the Underground; she 
will hand you the Frying Pan. If you 
smack Yang with the pan in the Sylph’s 
cave, it will knock Yang to his senses. 
Return the pan to Yang's wife and she 
will award you the Knife. This is the 
most powerful missile that the Ninja 


Ending 4 
1. Upon first visiting the old man at the 
End of Time, inspect that bucket and beat 
Lavos. ; 

2. Or in New Game+ mode, after 
defeating Heckran, inspect the shining dot 
of Lucca's device. 


Ending 5 

After you go to 600 AD for a second time, 
and before receiving the Hero Medal from 
Tata, return to the End of Time and 
examine the bucket and beat Lavos. 


Ending 6 

Immediately after receiving the Hero 
Medal from Tata, return to the End of Time 
and beat Lavos. 


Ending 7 

Once you retake the Gate Key from Azala, 
whole stole it in loka Village 65,000,000 
B.C., go to the end of time and inspect 
that little old bucket. Beat Lavos. 


Ending 8 
At the Cursed woods, give the repaired 
Masamune to Frog. Immediately go to the 


Pee ce CMe Ui sem teLcsee y 
the fair. Looks kinda like the Tilt-A-Whirl... 
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can use; it always causes 9999 HP worth 
of damage. 


The Developers’ Secret Room 

In the Dwarven Castle, go to the Rally-ho 
Pub. The entrance to the pub is hidden in 
between the Weapon and Armor shops on 
the second floor. On the bottom-right wall 
of the pub, there is a secret passage. Go 
through it to the Developers’ Room. 


Adamant Armor 

Immediately before descending to B6 of 
the Lunar Subterrane, there is a single 
room on B5. In this area you have a chance 
of encountering an enemy called Pink Puff. 
Use the Alert item to call these enemies. 
After defeating them, you may receive 
the Pink Tail. If you do, take it to the 
tail collector in the Adamant Grotto to 
get the Armor. 


End of Time and use the bucket and 
defeat Lavos, 


Ending 9 

After beating Magus in his Lair return to 
the End of Time, via the Mystic Mountains. 
Use that bucket and destroy Lavos 


Ending 10 

After beating Tyrano, and before Schala 
unlocks the magic seal to the Ocean 
palace, return to the end of time. Use the 
Bucket and beat Lavos. 


Ending 11 

After Schala unlocks the sealed door at 
Zeal, return to the Gate. Go to the bucket, 
and fight Lavos. However, remember 
not to use the Pendant at the 
Mammon Machine. 


Ending 2 

When you receive the new Epoch, return 
to the End of Time, do the Bucket thing, 
and beat Lavos. Crono must be dead! 


Ending 13 
Let Lavos kill you at anytime. 


‘A Lavos is very tough; don’t fight him until 
Belles emote ele A 
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e’ve detailed some of the more 
; Fae sections in the game. 


Good luck. 


HORNBORI POOLS 
The hardest parts 
don’t really come until 
the final third of the 
game. {In — Hornbori 
Pools, you'll encounter 
a giant fish and there's 
no way to kill him. 
Swim to the other 
chamber, where you'll 
Rifle al/ar-] cl lole) dates 
column. Put the column 
between you and the 
fish, and it will knock 
it down, enabling you 
to climb up on 
the platform. 


Roun 


Don't attack him directly, 
and hide behind 
columns when 


attacks. Rather, go 


through the green portal — 


to the upper level, where 


switch, which “electro- 
cutes” the dwarf. When 
you do this, another 
green portal will open 
across from you. Enter 
that portal and repeat 
the process a few more 
times. Exit through the 
golden portal. 


f you want to be a great Madden 
EW (lag el MNO) eMelIO ce) [Cen 


our six steps. 


STEP 1: Training Mode 


Timeframe: One Day 
Tip: The first thing that 
you. need to do is learn 
the basics. Thankfully, 
the game features a full 
Training mode, which 
introduces you to all the 
plays and playsets. 
Listen carefully as 
Madden describes each 
play and try to run it 
exactly as it’s meant to 
be run. Go through 
every single playset and 
you just might surprise 
yourself with a few great 
plays you've never really 
noticed before. 
Special Tip: Practice 
the special moves like 
spins, jukes and dives in 
this mode. By the time 
you're finished, they 
should be instinctive. 


BY 15 eee ite) 
Games — Run Focused 
Timeframe: Two Days 
Tip: Focus on the 
running game now. Play 
Cocalo) eel cmme syne) gy NZ 
running plays. You'll lose 
many of these games, 
Hobie calcas ian) elo)arclalen alates 
is learning how to use 
your strongest running 
plays, read the defense, 
find holes in the defense 
and follow _ blockers. 
Check the linebackers 
before the snap and 
call an audible to 
exploit gaps. 
Byer | aed 0) eee )"AaToa 
focusing on the running 
game, be sure to turn off 
the option that lets 
players get __ tired. 
Otherwise, your running 
oyster bly cal [ossye 0) 2 
the second half. 


he — 


: Enemies: 
—_ ECGS CONFRONTATIONS 


SARKS 
Sisco clk 
among the toughest in 
Htglemest-)nt =Purs| 116 BRNO) 0 cars 
more and more of them 
towards the end. The 


Pelesie aire) anobaitlalectntsian) 
you must activate a 


without taking massive 


nero m Crier 


is to add rune powers to 
your weapon or find a 
rune of bloodlust. Failing 
that, try “slashing 
and dashing” —or 
hiding behind columns 
and then attacking 
from behind. 


Six Step 


STEP 3: Exhibition 
Games — Pass Focused 


Tip: Develop a passing 
attack. Play an exhibi- 
tion game using only 
passing plays. Vary 
between long and short 
passes and don’t neglect 
screens. Learn to read 
the secondary. If the 
cornerbacks are next to 
your receivers before 
the snap, it’s likely to be 
man to man coverage, so 
try a deep pass. If the 
cornerbacks drop away 
from the line , they’re in 
a zone. Use crossing 
patterns to exploit gaps 
in the zones. 

Special Tip: If you 
create audibles for both 
zone and man coverage, 
you'll eat pass defenses 
for lunch. 


First, go right, straight, 
and straight —_ again. 
With the chasm behind 
you, go left, straight, 
right. Upside down: go 
right, straight, __ left, 
straight, straight into the 
portal. Go right, left, 
right, straight, right. 
Sideways: go straight 
and down, straight and 
down and into the 
portal. Finally, go right, 
left, straight and then 
left, proceeding through 
the archway. 


Plan For 


BYES oe ic) 
al} 

Timeframe: One Day 
Tip: Great players are 
great under pressure, 
and the last two minutes 
of a football game are 
dangerously pressure- 
filled. So practice using 
Madden’s Two Minute 
Drill. Play through this 
again and again to get a 
feel for your time con- 
straints. Once you're 
used to it, the final two 
minutes will feel like 
an hour and you can 
pick teams apart with a 
level head. 

Special Tip: Remember 
the two minute drill is 
not just about scoring 
quickly. Watch the clock 
to leave your opponent 
with little or no time left 
on the clock. 
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MU aicomcy (eee sileciemoy-}ti(c) 
with Conrack the 
Betrayer, which is essen- 
tially a battle of distance. 
He has a rather imposing 
Shield, and he attacks by 


WOES ie iia) 


sword. Wait till he’s 
slashed twice and then 
slash once followed by 
quickly jumping backwards 
out of his reach. Use rune 
power if you have it, and 
you can expect your 
bloodlust meter to even- 
LUE) tese ae 


LN 


STEP 5: The Season 


Timeframe: Two Weeks 
Tip: It’s not prudent to 
be a one-game hero; 
you've also got to learn 
about the long haul. Play 
through a season with 
your selected team and 
don’t quit when it gets 
tough. It’s more 
important to learn how 
to bounce back from 
loses than it is to win the 
Super Bowl. This is also a 
great opportunity to 
evaluate the strengths 
and weaknesses of the 
other teams. 

Special Tip: Keep an eye 
on your player stats 
throughout. This is a 
great way to learn which 
players you rely on too 
much and which players 
are underutilized. 


ort ee 


Ragnar, now demonized, 


must defeat several 
Sarks before fighting 
Conrack, who awaits on 
the right. Be sure to heal 


_ with the green pool, and 
. there’s 
-Conrack. This fight is 


another by 
more or less a slugfest, 
but you'll find that 
Conrack is less adept at 
attacking when up on 
the hill. Once again, 


mind your distance and 
' attack after he throws 


his combo. 


ei 
a 
i 
eal 
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STEP 6: The Franchise 
Mode 

Timeframe: Six Weeks 
Tip: Now it’s time to 
work on the front office 
aspect of your game. 
Once you have solid 
coaching strategies in 
place, start looking at 
the players on your team 
and experiment with 
trades, drafting and 
player creation. After a 
few seasons of Franchise 
Mode, you'll have better 
developed your ability to 
scout, and you can spot 
Mere epee icy met) 8 rel) 
opponent's roster. 
Special Tip: Don't get 
too attached to veteran 
players. They’re costly 
and they can often be 
replaced by a quality 
player at a fraction of 
the cost. 





In the battle of good versus evil, you need all the help you can get. 

You need the\!{{{3from NUWAVE Technologies. This revolutionary video game enhancer 
gives your games advanced brilliance and clarity, plus it works with all video 

game consoles — including those that play DVDs. So stop playing in the 

dark and start seeing the light with the (9: video game enhancer. 


AVAILABLE AT: 
DISTRIBUTED BY: electronics 9GameSton> Babbages (zn) 
FuncoLand software @ SRI 


WORKS WITH ALL VIDEO GAME CONSOLES, INCLUDING: Winning is veryt ing! 


PlayStation PlayStation 2 Nintendo 64 Dreamcast Sega 


PlayStation and the Playstation logos are registered trademarks of the Sony Computer Entertainment. Inc. Sega. Dreamcast and the 
Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, LTD. Nintendo, Nintendo 64 and the “N" logos are es tl. 1 
trademarks of Nintendo of America. Inc. Xbox and the Xbox logo are registered trademarks of the Microsoft Corporation. E m a I l: Sa les@ n uwavel n c.co m 
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TWISTED METAL BLACK 


ADDITIONAL CODES 

Infinite Weapons 

During the game, hold @+ea+ap+a, 
input F@®<O. 

Mega Machine Guns 

During the game, hold @+qa+@+@m 


and press @®@. 


Special Freeze Attack 


During the game, hold @+qa+ap+a, | 
| INCREDIBLE CODES 


and press 3 <&. 


Exchange Weapons For Health 
During the game, hold q@+qa+a0+a, 


and press @®@O. 


Translated Minion Codes 

When playing as Minion, you notice there 
are a myriad of nonsensical numbers at 
the load screen. You can translate these 
numbers into words with a formula: 1=A, 
2=B, 3=C, 4=D, etc. 

Messages 

1. | do not think this is real. 

2. | must speak in code or he will 
discover me. 

3. We are trapped in his head. 


4. This is how he sees the world, how | 


Sweet Tooth sees his life, it is not real. 

5. All of us are trapped in his head. 

6. | miss the old colorful world. 

7. We will return to old world one day. 
8. In the real world my name is Marcus A. 
Kane. 


RED FACTION 


SNEAKY CODE 


Stealth Mode 

This actually isn’t quite as difficult as you 
might think. When undercover, detection 
depends solely upon eye contact. So if 


| you look at the ground as you walk, you 


will never be discovered. 


INCREDIBLE CRISIS 


Big Head Mode 


| During the game, hit Y or # on con- 


troller two. 


Flat Mode 


/ During the game, hit — or > on con- 


troller two. 


Funny Sound Effects 

During the game, hit ® (Whistle), © 
(Honk), @ (Booing), or © (Drum) on 
controller two. 





WDL WAR JETZ (PS) 
HIGH FLYING CODES 
| Enter these codes in the Code Menu. 
| Level Select................ NTRPL 
| Invulnerable............. MRCHBB 
| All Weapons................ NFCH 
FIECVAMMO Recs etiy sleicece ster SPW 
AlliPlanesseerteeraass'ssk ae SHWRM 
LotsiofiBuckssevenwsic..ss WRCHST 


GAMESHARK CODES 


CITY CRISIS 


Must Be On 
Massive Score 
All Levels 


ECB6A9801435371C 
1CAE2BFO17E9C70C 
4CCEA5581456B00C 
4CCEA5601456B00C 
1CCEA564143FE7AC 

1CCEA568143FE7AC 
1CAE2CAO1456E7A5 
3CAE2FCCI456E7A5 


All Machines 


Infinite Time 
Ty An szs)ss21 8) 21 89 
Press Select 
For No Time 
itTaa Fel nnd OCAE28601456E6A5 
1CAE2CA061 DFBOOC 
Infinite Damage 4CAB3E541456E4FD 
Infinite Water 4CAE2EEAI456F025 
Infinite Water Bombs 
4CAE2EE41456E7D7 
99 Others Rescued 
4CAE2B041456E788 
99 Fire Spot Rescued 
4CAE2BFC1456E788 


0 Dead (Final Rescue) 
4CAE2A501456E7A5 
1 Rescue to Complete 


| The Final Rescue 


OCAE2A541456E7A6 
4CAE2A541456E7AB 


GRAN TURISMO 3: A-SPEC 


GameShark v1.3 or higher required 


Must Be On 

10 Trillion Dollars 
1C0411241456DEAD 
1€041120D26487A5 

Simulation Day 9999 
1C€0411101456089C 

Always Simulation Day 1 

DO NOT USE WITH Sim Day 9999! 
1C0411101456E7A6 


EC87829C1437062C 


9999 Wins 
In Simulation Mode, check Game Status 
1€04111 C1456089C 


Keep Power-Ups.......... GVTBCK 
Pahleelen Give fete yaeeonsaraeys SMKTRL 
Super Armor ........... FLYNGTNK 
pe Overlords seen eee CRNFX 
Hover Mode .............. SKTCHY 
BrAll| Cheats... 2 .a5-eeee TWLVCHTS 
BombiBall2 io cose eens BMBBLL 
_ Bomb Ball Weapons...... CDDDHLR 
Bomb Ball Opus............. QPVS 
RastiPlanesisjacrici ener STBLT 
Half Damage .............. CHNKY 
Fe BiggeniGuns:).c saat cecterie ce PNFL 
| Biggest Guns ............. QDDMG 
Speed!Shotsis sin. nae ZPPY 
Double Bucks.............. KCHNG 
Mega Convoy............. NPRBLM 
Vampire Mode............... SLRP 
Alli Movies 2\'2./. 30. Anat DVD 
Every: Movies... aspohice serene GRTD 
Ghost!Mode=2 ioe ace nee eee SNKY 
Dual Fires. ui Bee area TWFRN 
Spinishotse. caeeteseee eee SPNNY 
LCP CW aah sobeesbancwase TPGN 
No WDL Tax ............ SWSSBNK 
PaNUKeSE ia snc eaauas eae FTIMN 
Super Cheats .......... ZTJRWLDW 
WDL WAR JETZ (PS2) 
MORE HIGH FLYING CODES 
Enter these in the Code Entry Screen. 
Level Select ............... JMPTT 
Invulnerable .............. DNGDM 
MhickvAnmOnn2sce cones MRRMR 
Overlords oe.ractstosteresever VRLRDS 
AlliGheats:z7.0224 Sense TWLVCHTS 
FastiPlanesiz snc Ss ZPPY 
BiggeniGunsieecaattenenere HMMR 
BiggestiGunsisccc.occcsereeronns QD 
Rapid} Fire's: Stanvesesae etna ok FRHS 
Speed Shots. 2 Accs seca NSTNT 
DoubletBuxieeitens see TWFSTD 
Every! Movien2 simiceiov ayaa GRTD 
GhostiModetsaci is ners sens SNKY 
Dual| Fires ears ties NDBMBS 
Spin'Shots. 2: Sic-cc).nseeene DZZY 
SOD GUN. ic Sasiee cds eames DH 


Every Level/Cheat Unlocked . SPRLZY 
Extra}1O!Bux<\.% 0. silane WNNNGS 


BLOODY ROAR 3 


Must Be On EC8E31301456E60A 
Enable Extra Modes 
4CB7561 C1456B00C 
4C8ADF541456B00C 
Sudden Death ONLY 
4CB756181456E7A6 
No Guard ONLY 4CB756181456E7A7 
Hard Mode ONLY 4CB756181456E7A8 
Knock-Down Mode ONLY 
4CB756181456E7A1 
High Speed Mode ONLY 
4CB756181456E7A2 
Low Speed Mode ONLY 
4CB756181456E7A3 
H.Beast Mode ONLY 
4CB756181456E7A4 
Sumo Mode ONLY4CB756181456E79D 
Pa (a 4C8AD4C21456E7A6 
ae sre1.d0 ate) 4C8AD4C21456E7A7 
Pi Busuzima 4C8AD4C21456E7A8 
P1 Gado 4C8AD4C21456E7Al 
Para 4C8AD4C21456E7A2 
Papel 4C8AD4C21456E7A2 
P1 Long 4C8AD4C21456E7A3 
asia) 4C8AD4C21456E7A4 
Pi Shenlong 4C8AD4C21456E79D 
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Weapon Up At3............. PYRS 
Plane Wins .............. SMSHNG 
| Switch Planes.............. NDCSN 
Shields On Roll ............. SCRW 
[iWalhallaxitsee iss Alene WNRLFST 
} Show Boxes............... BXDRW 
i Waypoints ................ WYPNT 
SCARIEST POLICE CHASES 
| PENAL CODES 


| Input all of the following codes at the 


main menu. If done correctly, you'll 
here a cat meow. 


All Missions 


VT< 2 @OOO 


All Starting Locations (Patrol Mode) 


JT ow®Oumw 


All Bonuses 
<9 000O0OmmM 


LE MANS 24 HOURS 


| WINNING CODES 
| Go to Championship mode and enter 


the following codes in the Name 


| Screen; press end and back out to the 


main menu. You'll notice that the 
code worked! 


Unlock All Tracks 


| SPEEDY 


Unlock All Cars 
ACO 


Unlock All Championships 
NUMBAT 


| Play The Credits 
| HEINEY 


Unlocks Le Mans 
WOMBAT 


4C8AD4C21456E79E 
4C8AD4C21456E79F 
4C8AD4C21456E7A0 
4C8AD4C21456E799 
4C8AD4C21456E79A 
4C8AD4C21456E79B 
4C8AD41 Al456E7A6 
4C8AD41 Al456E7A7 
4C8AD41 Al456E7A8 
4C8AD41 Al456E7A1 
4C8AD41 Al456E7A2 
4C8AD41Al456E7A3 
4C8AD41 Al456E7A4 
4C8AD41 Al456E79D 
4C8AD41 Al456E79E 
4C8AD41 Al456E79F 
4C8AD41 Al456E7A0 
4C8AD41 Al456E799 
4C8AD41 AI456E79A 
4C8AD41 Al456E79B 


1a de) 

P7 Stun 

P1 Uriko 

P1 Yugo 

P1 Kohryu 
P1 Uranus 
Epa Nes 

P2 Bakuryu 
P2 Busuzima 
P2 Gado 
Patan 

P2 Long 

P2 Shiva 

P2 Shenlong 
P2 Xion 

P2 Stun 

P2 Uriko 

P2 Yugo 

P2 Kohryu 
Pa Ue] y1 by 


CART FURY 


Must Be On esa UU ely ie 
Max Season Points 
4CD001D81456089C 





Ae i the Month 


A Simply start blasting with your machine gun, and you will waste every enemy in a matter 
CMe eee ea eel ale OC 


Se aa 4 


All of the following commands are based on the Classic control setting. 


OTS (TR By 


During the game, hold ao+@a+@p+a and press @@ t. 


MX 2002 w/RICKY CARMICHAEL 


ADVANCED TRICK LIST 
No Hander 
Hold trick button and press © 


Always Super Boost 
3CC148011456E7A6 
Infinite Boost 4CC1354C1456E641 
Start On Last Track (Sim Mode) 
3CDO00C81456E7B5 
9999 Kills - Demolition 
Nel @y bot @s3 0 So1o) 0} hc] 
Infinite Missile Time - Lock On 
4CC145101456E788 
9999 Kills - Lock On 
4CCB6F661456089C 
Infinite Time - Lock On 
4CC144501456E788 
Pyaar (ed 
1CCI46E81456E788 
Pyaar el} 
1CCAD9FO1456E7A5 
No Barrels Hit - Driving 101 
4CCAD9E81456E7A5 
O Time Out Of Bounds - Driving 101 
1CCAD9ECI456E7A5 


Infinite Time - 


Low Total Time - 


PS) ay eyed 


Infinite Health (Both Players) 
801450d80064 


Inf Ammo-Revolver 801452c8000a 





Kiss Of Death 
Hold trick button and press © © 


Cliff Hanger 
Hold trick button and press © ® 


Inf Ammo-Grenade Launcher 
801453000005 

Inf Ammo-Grenade Launcher 
801453000005 

Inf Ammo-3 Barrel Gun 

801452d00009 

Inf Ammo-Photoelectric Pulsar 

801452d8000a 

Inf Ammo-Rocket Launcher 

801452e80003 

Tne Natale achat meet 10) 

801452f80064 

Master Item Code(Required) 

Must be on for item codes to work. 
801451 c0004f 
8014524c0017 

8014524e0063 

801452500059 

80145254005e 

801452580065 

8014525c0066 

801452600069 

80145264006a 

80145268006b 
8014526c006d 


Have All Weapons 


| Inf Cash 


| Cordova 
_ Hold trick button and press ©@@® 


_ Nothing 
Hold trick button and press ©@ 


La-Z-Boy 
Hold trick button and press © ® 


Heel Clicker 
Hold trick button and press ®@® 


| Bar Hop 
- Hold trick button and press @® 


_ McMetz 
| Hold trick button and press @@® 


Coffin 
Hold trick button and press ®@© 


Saran Wrap 
' Hold trick button and press @@ 


Rodeo Air 
' Hold trick button and press ®@ ® 


Can Can 


| Hold trick button and press @@ 


Disco Can 
Hold trick button and press @@@ 


Pendulum 
Hold trick button and press @ © 


Catwalk 
Hold trick button and press @ ® 


| Switchblade 
| Hold trick button and press ©® 


Indian Air 
Hold trick button and press ®) 


Seat Grab 
Hold trick button and press ®) 


Superman Indian 
' Hold trick button and press ®@@@® 


DARK ANGEL: 
Ae a =i Ned ele 8 d=) 


Must Be On 
Infinite Spirit 


ECB558681456E60A 
4CD446081456EB9C 
Max EXP 1CDFO22817E9C70C 
Infinite Gold 1CDFO23C17E9C70C 
Infinite Power Gem 
4CDFO2441456089C 
Infinite Necrystal 4CDFO2401456089C 
Infinite Ooze  4CDFO2481456089C 
Infinite Ammo 4CDFO24C1456089C 
Liana les 1DFD58481453A1E1 
Max Strength 1CDF03181456E404 
Max Intellect 1CDFO31C1456E404 
Max Health 1CDFO3201456E404 
Max Research 1CDFO26C17E9C70C 
| Max Military 1CDFO27017E9C70C 
Max Economic 1CDFO27417E9C70C 
Start in the year 1806 
4CDFD0861456B00C 


SUS UT el 
Must Be On  ECB6C71C1456E60A 
1CAE405C14BE598C 

lasso] lar =]aye-16 


STRATEGY <<: 


Rocket Air 
Hold trick button and press ® © 


Cat Nac 


' Hold trick button and press &© © 


Heart Attack 
| Hold trick button and press ®) @ 


Helicopter 
Hold trick button and press @@®® 


Mulisha Air 
Hold trick button and press ®@ 


GRAN TURISMO 3: A-SPEC 


| PRO CODE 


Professional Mode 


| In Arcade Mode, highlight the Hard diffi- 


culty setting, and hold @ + @p until the 


| difficulty setting changes to Professional. 


FEAR EFFECT 2: RETRO HELIX 
CHEAT CODES 


_ Finish the game, and start a new game 

| from the save file. After the beginning 

| scene finishes and Rain leaves, you'll 

| find a control panel on the left-hand 

| side as soon as the screen switches for 

| the first time. Go to it and press the use 
| button. Enter any of the following codes 
| to access the cheats. 


All weapons ................ 11692 
| Infinite ammunition .......... 61166 
| Bighead mode ............. 10397 


NASCAR HEAT 2002 


Complete every Heat challenge any 
rating above Bronze to unlock and race 


as Richard Petty. 


No Random Battles 
4CAA20C61456E7A5 
1CAE405C14BE598C 
1CF6005414BE598C 
Quick Level Up-Mouse 
4CF431181456B00C 
4CF60A501456B00C 
4CA356881456B00C 
Max Strength - Mouse 
A4CF6F3A81456089C 
Max Speed - Mouse 
4CF6F3A61456089C 
Max Dexterity - Mouse 
4CF6F3AC1456089C 
Max Attention - Mouse 


4CF6EF3AA1456089C 
Max Defense - Mouse 
4CF6F3B01456089C 
Max Mag - Mouse 
4CF6F3AE1456089C 
Max Mag Def - Mouse 
4CF6F3B41456089C 
Quick Level Up-Party 
4CF6004C1456B00C 
4CAE407C1456B00C 
4CAE3AF41456B00C 


Inf Cash 
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Deena 
Brisbane, CA, 94005 USA 


Suri 
Soran st Rete 


v\ v" you're out for blood, Capcom's upcoming Devil May Cry will deliver it by the bucketloads. 


Has Capcom wimped out? 

Is it just me, or has Capcom gone soft? | just got Onimusha, and it was a total letdown! No severing 
of body parts, no decapitations... what's the point of giving the game an M rating? If you're killing 
things that don’t even resemble a human being, that shouldn't make it an adult game. If that’s the 
case, then why not give a game like Ninja Gaiden an M Rating? You're actually killing people in that 
game. Also, the ending sucked and really didn’t make sense — but at least it’s different from 
Resident Evil, which has the same ending every single game. | hope that Devil may Cry doesn't turn 
out to be a letdown as well. Thanks for letting me vent, | just had to get that out of my system. 


Delilah Westrick, dwestrick@mediaone.net 


STEVE: Onimusha wasn’t violent enough for you, Delilah? It’s got blood, lots of swordplay 
and an endless number of demon troops to hack up. If that’s not enough, you might have 
some “issues” that we need to talk about ;-) In general, console game developers don’t 
like to go too overboard with violence because it might limit their sales (some stores 
won't carry violent games at all). However, we are starting to see more mature titles 
show up. Games like Twisted Metal Black and Fear Effect 2 really push the boundaries of 
the ratings system. And don’t worry — the action in Devil May Cry is pretty hardcore! 


Send your linkup e-mails to psm@imaginemedia.com, 
with “Link up” in the subject line. Metal ]al PUA) alec 
Favorite Genres: RPGs, Action, 


b> Steve, age 13 Adventure, Fighting 


eA MM RLU LL ire com 


LETTERS 


The answer to your question is 
just a letter or an e-mail away 






A Each and every month, the PSM staffers take 
time out from starring in their own comics to form 
a super team for letter-answering justice! 


About those PS2 mod chips... 

1. | asked another gaming publication whether or 
not the Japanese PlayStation 2 can play American 
PS2 games, and all they said was “no”. Could you 
guys please give me a better answer? 


2. What’s the real difference (if there even is 
one) between the SCPH-15000 and the SCPH- 
10000 PlayStation 2 models? 


3. Are mod chips legal? (They are for copies...) 


Aslan Alisjahbana 
nookied_pollution@hotmail.com 


RANDY: | don’t know if this classifies as a 
“better” answer, but no, the Japanese 
PlayStation 2 is not designed to play games 
that are made for the American PS2. There 
are several mod chips available that will let 
you do this, but they put your PS2 at risk — 
you have to pry discs from inside your PS2 
while it’s on and swap them, which really isn’t 
the best thing for keeping your system in 
good running condition. Additionally, installa- 
tion of the chips themselves means taking 
your PS2 apart, and trust me, it’s a real pain 


b> XeNoGeAr7Z, age 18 
griever@happypuppy.com 

Favorite Genres: All 

Favorite Games: Harvest Moon(!!!), FF7 


DMechtel@webtv.net merlin2078@yahoo.com 


Favorite Genres: RPGs, Platforms 


Favorite Genres: RPGs 

Favorite Games: Final Fantasy series, 
Rial al Mo Om LCA MLE} 
Quote: “Final Fantasy 4 Life” 


Metal Gear Solid, Rollcage Stage 2 
Quote: “DOH! NUTS! Mm... Donuts!” 


Favorite Games: Legend of Dragoon, 


Favorite Games: 7enchu, Final Fantasy, 
Gundam Battle Assault, Armored Core, 
and any game with big robots. 

Quote: “Hide in shadows, and kill 

CUS arom (area 
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FF8, Lunar1 & 2, Shenmue, and of 
(ool = (ap101¢AC1K) 

Quote: “Life is a waste of time, time is a 
VISCO) Ico meas iccle =) | UNM R 
and have the time of your life’ 





to get the system put back together properly. 
We opened one once for a photo shoot and 
actually had components spring out onto the 
floor before we could seal the unit back up! 
As for the two different PS2 models you 
mentioned, the SCPH-15000 (a Japanese 
model) is like our U.S. version in that it has 
built-in DVD drivers and an internal hard disk 
bay, something the original SCPH-10000 (the 
first Japanese version of the machine) didn’t. 
Finally, mod chips aren’t illegal in their 
own right, but owning or playing copied 
games IS illegal. Plus, opening a PS2 voids its 
warranty, so Sony won’t have anything to do 
with you should you need to repair it. 


Which hard drive is for me? 

| heard that there will be internal and external 
versions of the PlayStation 2 hard drive. Will the 
two models be very different in performance? | 
want the best one | can get. What are the pros and 
cons of the two different versions? 


R.B., PS2RB@aol.com 


RANDY: Both drives have exactly the same 
performance and storage specs, apart from 
the fact that one sits outside of your PS2 and 
the other one goes inside. In terms of extras, 
the external drive (which will only be sold in 
Japan, by the way) only has an Ethernet 
(broadband) port and no analog modem. The 
internal drive (the one you'll be able to buy 
in the U.S.) doesn’t have either — you'll need 
to buy Sony’s network adapter, which 
features both an Ethernet port and analog 
mode, sold separately for about $40. 


| wanna drive stick! 

Game developers always strive towards realism, 
especially in the racing genre. Gran Turismo 3 is a 
perfect example of this, especially with its force 
feedback wheel coming out. But no matter how 
great these games are, there is still something 
missing without a true manual transmission. The 
original arcade Ridge Racer had a working clutch 
and stickshift that really made a difference. Will 
anyone ever come out with a wheel that has a 
Manual transmission and a working clutch for the 
PS2 or any other videogame console? 


Dennis Kwan, slickjeep@yahoo.com 


b> A.J. Coburn, age 15 
DarkSwordsman@webtu.net 

Favorite Genres: RPGs, Fighting, 
Survival Horror, Strategy. 

Favorite Games: All Squaresoft games 


(FF Tactics) and all Capcom games. 
Quote: “I dont like to talk much, 
but WAZUUUP: ig 


> Victor J. Quiles Ortiz, age 22 
victorjoel6@prtc.net 

Le) CM CCU cs Cet [gram 30a) 
Action/Adventure & Sports 

Favorite Games: Smackdown 2, Driver 
2, Nascar & Metal Gear Solid 

Quote: “Wazup, Do you smell what 
The Sensation is cooking?... It doesn’t 
matter if you smell or not!” 


‘MON, 
SAVING THE WORLD 
IS TOO EASY THESE 
DAYS, LET'S SEE IF WE 
CAN WRECK IT! 


YOU! WANNA BE 
A BAD GUY? 


A While it might be a fun and unique experience to control a nasty 
villain like Sephiroth, they don’t tend to get the girls in the end. 


TOMMY: Apparently, the exhaustive depth and 
meticulous physics of next-gen racers, partic- 
ularly GT3, aren’t enough to challenge some 
gearheads :-) Unfortunately, it’s hard for man- 
ufacturers to turn a profit on such a specific 
peripheral that has a very limited appeal. The 
additional costs of adding a clutch pedal and a 
standard-H manual transmission, and the com- 
mitment necessary from developers to code 
for such peripherals, are important factors. 

As it stands, you may have to be satisfied 
with assigning shifting buttons to your con- 
troller, or use the Formula 1-style shifters 
that come mounted on some steering 
wheels. You'll be hard-pressed to find a 
clutch pedal anywhere, but there is a 
standard-H shifter for the PC called the RS 
Shifter by Act Labs. It’s sweet, but it will 
probably be hard to find. You may also want 
to check out some models by Mad Catz — 
such as the MC2 for PlayStation, and the 
Puma GT and Andretti Racing Wheels for PC 
— which have limited in-line stick shifts. 


“J-pop” is... whal, again? 
This question is directed to Chris Slate: | get PSM 
every month and | always read what everyone has 


THROW IN FULL 
DENTAL AND A 


b> Scott McCutcheon, age 15 
City_Hunter56@Hotmail.com 

Favorite Genres: RPG's, FPSs, Light 
Gun, Survival Horror, Action/Adventure 
Favorite Games: Final Fantasy |-IX, 
Chrono Trigger, Chrono Cross, Metal 
Gear Solid, Tenchu, Medal of Honor1&2, 
Cem OAM a om kee 

Quote: “Omae o Korosu” 
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I'LL EVEN 


401K PLAN! 


5 SELECT 


I just have one problem. In this day and age of 
RPGs, how come | can never be the bad guy? I 
believe that we should have a choice in whether 
MUCH MOS CUCM ODER mm UUme 
PLT am) (AL Ce a 
bloodline into slavery. That’s all | wanted to say. 
Prema ec aCe Cm Uh eg 


Crazy, crazeate69@hotmail.com 


TOKOYA: | agree — it would be pretty interest- 
ing to play more RPGs that featured a villain 
trying to dispose of the hero. | would’ve loved 
to play as Sephiroth in Final Fantasy VII. 
Perhaps you missed it, but Blood Omen: Legacy 
of Kain (an Action/RPG) did feature a vampire 
who was sort of a villain. Although it’s not 
exactly what you might be looking for, it’s a 
step in that direction. The Blood Omen sequel 





to say in their bios. One of your likes is ‘J-pop’. 
Could you please explain just what J-pop is? 


Steve B., Bandit_zero@hotmail.com 


CHRIS: “J-Pop” is short for Japanese pop 
music. Maybe it’s all those years I’ve spent 
listening to Japanese game soundtracks, but 
for whatever reason I’m hooked on the stuff. 
If you’re feeling adventurous, see what you 
can dig up on Puffy, Dragon Ash and Utada 
Hikaru — they’re some of my current faves. 


Whal’s with my FF Chronicles? 


| just purchased Final Fantasy Chronicles, and 


sometimes when | insert either CD (Chrono Trigger 


or Final Fantasy IV), it just tells me to insert a 
PlayStation disk. All of the other games | own, 
including Final Fantasy Anthology, work perfectly. 
Can you tell me if | need to exchange my collection 
for another copy, or is this just a glitch, or..? 


Kyle Morris, snesrpgmaster@yahoo.com 
STEVE: We asked Square about the problem, 


and it seems that you’re not the only one 
having trouble. (continued on page 108 >) 


MiVicsteliatsy 


for PS2 will feature the same premise, although 
ae Wa oe Ce CREECH ct sreceste a 


GAMES WE 
WANT TO SEE 


T. HAWK’S 

PRO SKATER 

No, we're not talking 
about skate star Tony 
Hawk, but rather, 
Super Street Fighter II's 
T. Hawk — y'know, the 
big goon with the 
feather in his hair that 
most people never 
pick. In this game, T. 
Hawk would still be big 
and slow, so most 
gamers still wouldn't 
choose him. The key is 
to overcome his 
Jameness and find a 
way to win in spite of 
him. If you can do 
that, maybe you can 
finally make T. Hawk 
give up at the end, 
and then boot his 
sorry butt out for 
good. Seeya, T. Hawk! 


b> Chris Hamm, age 15 
iwannaprojectchick@hotmail.com 
Favorite Genres: RPG, Shooter, 


Favorite Games: WWF Smackdown 2, 
Medal of Honor, Tekken 3 

Quote: “How much!? 300 bucks!?! 
Hell no, | won't buy you one!” 
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Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 


NOW, 

MY DORSAL- 
FINNED FRIENDS! 
SUCK THE GREY 

TUNA FROM 

INSIDE HIS 
HEAD! 


PR MEL Mem CLS mL ome Ce} 
dumb will inherit the Earth (just kidding, Steve!). 


YOU'RE ONE OF THE FEW \ 
PEOPLE TO SEE TOKOYA WITHOUT 
HIS MASK, MR. RUBIN! 


we 


; I CAN 
EE WHY YOU 
WEAR IT. 


A Tokoya rubs elbows with Naughty Dog's Jason 
ETT ROO NA BL aroha 


y SOB... 
"LOOSEST SLOTS 
IN TOWN” MY 
ASS! SNIFF... 


A Chris went to Las Vegas with a pocket full of 
CUE Ca ERE U Lm cut oe 


DON'T GET 
MY LEGS IN THE 
PICTURE -- I'M 
"SANS PANTS”. 


Pa acon ll Fy 
A When the production crunch heats up, Dan, our 
Pea isa CARE Me RUC MOM Reeve 





&Jon "Jammin" Woodin, age 16 
\ tinsmith 1005@hotmail.com 

ree) g eM CC ecco ecem 10) o10 0 

survival horror, and action. 

Favorite Games: FF5-9, FFT Resident 


Evil 2, Tomb Raider1-4, Lunar SSSC 
Quote: "Don't feel too badly about 
your defeat, for | take no pleasure in 
lovee] a gO NOM KM 11-10 


b> Jennifer "Chumley" Potts, 24 
chumpen@juno.com 

Favorite Genres: RPG, Puzzle, Horror 
Favorite Games: Final Fantasy Vil and 
VIll, Resident Evil Series, Evil Dead 
Quote: "I'd only come here, seeking 
peace. I'd only come here, seeking 
me. It seems | came to leave." -VNV 
Nation, Dark Angel 


(continued from page 107 >) Unfortunately, 
no one can say exactly what’s wrong. The 
only thing we do know is that many copies 
seem to work fine, so your best bet for now 
is to exchange your game for a new one. 


Getting into game design 

I've been very interested in programming lately 
and | very much want to design my own games. 
I'm only 14 right now, but | might as well try to 
get a head start, right? I’m looking for really 
good software that will guide me in creating a 
decent game. | need anything related to game 
design. Do you have any suggestions? 


Stephen Wazzi, limpbizkit76453@excite.com 


STEVE: With the current crop of consoles, 
programming has become a lot more 
complex and time-consuming. On the PS2, 
a lot of the work is done in low-level 
assembly code which can be a pain to 
learn. | mean, that’s pretty much as close 
as you can get to machine code (ones and 
zeros) without actually using it. The 
Gamecube and Xbox are generally easier 
to program for, but you'll still need to 
know assembly and the C languages. 

There are some good books out there 
that teach general game design, and many 
of them come packed with various pro- 
gramming languages and _ tutorials. 
However, your best bet is to go to your 
local software store and buy a full version 
of C++ and start learning that first. 


Online gaming costs too much! 
| was just wondering how much it’s gonna cost 
to buy all of the stuff that’s needed to play 
online games through your PlayStation 2. In 
your magazine you showed a $40 adapter, 
along with mouse, a keyboard, and an LCD 
screen. If you have to buy all of this stuff to play 
online games, it seems a little expensive, don’t 
you think? I'm a longtime supporter of Sony, but 
| don't have the cash to spend $200 or more 
just to play online games on my PS2. 


Brandon smith, bambam@avsia.com 
TOMMY: That’s a major concern of all PS2 


gamers, Brandon. There are some burning 
questions on U.S. pricing that we’d love to 


b> JT "Pen" Driscoll, age 28 
ColnTOanyex= ial Unrexece) aa] 

Favorite Genres: Survival Horror, 
some RPGs, Trivia 

Favorite Games: Silent Hill, Resident 
Evil Series, Dino Crisis, Parasite Eve 
Quote: "When there's no more room 
esi [a oll Amacom (aye (eS Te) el at 
Earth." -Dawn of the Dead 









Both Hands On The Wheel 


Matt Smith, solidsnake125@yahoo.com 






have answered officially by Sony, but unfor- 
tunately, at this point we can only guess at 
the details based on announcements made 
for the Japanese market. (By the way, be 
sure to check out this issue’s Top Story in 
Monitor, on page 18, for the latest info.) 

Forking out more money for additional 
PS2 hardware is no joke, but it helps if you 
think of it is as a long-term investment. Over 
the course of several years, the pretty penny 
that you spend today to get up and running 
online should prove to be well worth it. 

The good news is that Sony won’t be 
trying to make tons of money on the online 
peripherals themselves; rather, Sony views 
the ability to go online as a way to drive 
software sales and enable its partners’ online 
services for years to come. And Sony is very 
aware that gamers will shun the hardware if 
the price isn’t right. Don’t be surprised to see 
bundling deals or other special agreements 
in the near future (like “sign up for our 
service and get all the gear you need free”). 


Wailing for the Wild West 

When the PS2 first came out, | remember 
hearing that there was going to be a game for it 
called Gunslinger. The description of this game 
sounded excellent, as well as the premise of 
being able to (continued on page 110 >) 


hurt someone!” 


HARDCOREY 497 497 47 


My friend and | spent four hours straight playing the i.Link mode in Gran 
Turismo 3 (the Japanese version). On my way home, | got a speeding ticket 
for going 63 in a 40mph zone. Needless to say, I'm going to get the U.S. 
version of the game as soon as it becomes available in stores. 

I'm even thinking about putting my PlayStation 2 in my modified 1995 
Acura Integra LS — kinda like that guy in the movie The Fast and the 
Furious, who played G72 in his car. It’s gonna be great! 


TOMMY: “Velocitation” is a temporary tendency to perceive 
velocity to be much slower than it is in reality. It is conditioned by 
driving at high speeds for long periods of time. I guess it’s a great 
testament to Gran Turismo 3 that it can induce velocitation. We 
sincerely beg you not to play your PS2 while driving, even though 
Ice T has a similar set-up in one of his pimped-out hoopdees. 


LT LT LT LT VT 


















CELEBRITY 
LETTER © 


COR TI rd 
SCR Cl are) (1 
Banzai Chibi-Chan! 
LAO C) aes 
eM TT em ye ae) | 
PU a Ce 
Ia Me Rey 
PE CR ay 
COU net (y 
Wow, sugoi! You 
PEM cr Ware UC) 
best tomodachi, or 
“friends”, that I 
ever had. So... 
while we're 
talking, got any 
Mam Mee ll eg 
| apologize for 
TRE Las 
coffee on Chris — 
let’s let bygones 
Tem te 
Whattaya say? 


See] 
Cay eC@ ET) 


Cat ano 





| em ENMU ES*) el etoaa to] 
chinook694@yahoo.com 

Favorite Genres: RPG, Survival Horror, 
Action/Adventure, Sports. 

Favorite Games: NHL Faceoff 200/, 

ID AOM GS mA M ROMO ACM A 
Quote: "Win if you can, lose if 

you must...but always, always, ALWAYS 
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CRAZY TAXI™ Created by and Produced by SEGA. Converted, Published and distributed by Acclaim. © SEGA 1999, 2000. SEGA, ana crazy TAXI are registered trademarks or trademarks of Sega Corporation. Acclaim® & © 2001 Acclaim 
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° 
110} 020 


SELECT eo 


eLETTERS 


FINALLY, 
{ SOMEBODY WITH 
SOME GUTS STEPS UP Jy 
TO TAKE ME ON! 


so, Toucn ~~ 
GUY, THINK YOU GOT 


WITH A SAD ASS DEMON 
SLAYER LIKE ME? _ 


(continued from page 108 >) determine your 
own destiny as an outlaw or a hero of the Wild 
West. However, | haven't heard anything more 
about this game since then. Is the game still in 
development, or has it died? 


Thom, Nascardnd@aol.com 


STEVE: Don’t worry, pilgrim — Gunslinger is 
still coming out, but Sony now has the rights 
to publish the game instead of Activision. 
Apparently, it’s still slated for a Fall release. 


Metal Gear “not real enough”? 
I'd like to say that | like fiction games, like Devil 
May Cry, because the creators get to use their 
imaginations. But what the hell is up with Metal 
Gear Solid 2? Ocelot has a hand with Liquid’s per- 
sonality? Fortune carries a heavy gun that looks 
impossible to lift? This game was meant to be 
realistic; that’s how it got famous. Is there a good 
explanation or is the game turning out to be of 
“cheap Japanese movie” caliber? 


Patrick, VedicOcelot@aol.com 


CHRIS: The game is pretty realistic, but it’s 
also very “videogamey”. If you think 
about it, the Metal Gear series has always 
been like that — I mean, how realistic is a 
floating, spinning item box? If you ask me, 
it’s often the “unrealistic” quirks that 
make the story, and especially the charac- 
ters, so interesting. So, don’t worry! 


b> Raye Yui Valentine, age 16 
Ninoskall@aol.com 

Favorite Genres: Anime, RPGs 
Favorite Games: FF7 8 & 9, Breath of 
Fire 3, Bloody Roar 2, and DragonBall 
GT ‘Final Bout" 

Quote: "Weakness is a sorry excuse for 
the people who don't have the power 
to take over the world!" 


> Darrell Mashia, age 17 
Dleoso\COe Ta aioe tomas cKee) a 

Favorite Genres: Wrestling, horror 
Favorite Games: WWF Smackdown 
Quote "I can't promise that I'll try, but 
I'll try to try." 


DID you 
JUST SAY 
YOU WERE A 
"SAD ASS"? 





Am | the only one? 

Am | the only one in the world who really enjoys 
playing Harvest Moon? | have asked a lot of my 
friends and they think it’s stupid. It's true that it isn’t 
a normal game, but it is fun. Also, my sister loves 
horses, so | was thinking of getting her a horse 
racing game. Do you know of any? 


NN, NeonNapalm@aol.com 


TOKOYA: Harvest Moon is quite a unique 
game, and although it’s not my cup of tea, 
there are plenty of other gamers who enjoy 
it. In fact, many of my friends are hardcore 
into the series — you’re definitely not alone! 

As for horse racing games, your sister 
might be out of luck, depending on her age. 
Tecmo has released a game called Gallop 
Racer, but it’s pretty tough and might not be 
suitable for a younger player. Maybe she 
should rent it to give it a try first. 


Kissing Cousins 

In the Celebrity Letter that you ran in Issue 46, it 
spells out that Samanosuke has the hots for 
Princess Yuki. This is also inferred in the illustra- 
tion of the two characters that you had in your 
recent Swimsuit Special (which was in issue #47 
— the July issue, | think). Yet, in the manual for 
Onimusha, it states that Yuki is actually 
Samanosuke's cousin. Do | detect a faint hint of 
Capcom-related incest going on here? 


Avalon, rabid_purple chicken@hotmail.com 


b> Jonathan DuBos, age 11 
gabe_logan2001 @yahoo.com 
Favorite Genres: RPG, Shooters, 
Lifedan ay emexe as) 

Ve) gM Cre] = ane) Oa AE 
Fantasies, Tekken Tag, Syphon Filter?&2 
Quote: "Live by honor, kill with style ;)" 


TIP OF THE SLONGUE 


NO, I SAID 
I'M A BAD 


KISS YOUR 
ASS! I MEAN 
KICK -- 
DAMN! 


/ YOU WANNA 
| GET FRISKY 
WITH ME, 
“DEMON 
LAYER"? 


hiA ttA 
iA MA MAE 
CSNORT!) 


TECH TALK 


| recently got a new TV (handed down from a relative who needed a new 
one), and when | tried to hook up my PSone to it, the screen shook up 
and down at a pretty fast rate. It got annoying, and | have tried over and 
Over again to fix it, but nothing has really worked. | even tried hooking up 
my old PlayStation, but the games still shook. And even when | hooked 
up my PS2 and played PSone games on that, it shook. But amazingly, 
DVDs and PS2 games don't shake. | just dont get why the screen would 
only shake with PSone games. Got any advice here? 


Keil D’tana, sergeantsquirlie@yahoo.com 


RANDY: Your problem sounds like one that people were having 
with certain model Zenith TVs back when the original PlayStation 
came out. If your TV is a Zenith, your best bet is to check with 
Sony’s technical support (1-800-222-7669) or Zenith (1-847-391- 
7000) to see if a fix was ever found for this rare, but frustrating 
problem. If your TV isn’t a Zenith, I’m at a loss for what it could 
be — I’ve never heard of this particular problem with another 
brand of television. Again, your best bet in this case is to give 
Sony’s tech support number a ring and explain your problem. 





CHRIS: Um... they’re supposed to be cousins? Er... 
course we would have known that... Just a sec’... (sound of Chris 
running out of the building, into his car and screeching away). 


STEVE: Actually, sometimes in anime, cousins are presented as being 
romantically involved (such as in Sakura Diaries, or even Robotech). 
Must be a Japanese thing. Anyway, Samanosuke always seems to be 
cradling Yuki, so it’s not that hard to get the wrong idea ;-) 


> Elizabeth Medina, age 16 
wv79@juno.com 

Favorite Genres: RPG, Survival Horror, 
Action/Adventure, Ist person shooter. 
Favorite Games: Dino Crisis? and 2, 


Tenchul and 2, Tenchi Muyo 
Quote: "The control panel is really 
messed up!" 
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Um... Well, of 


Den ; 
[ea 4 | AN Rca 
Every month we take a look at the coolest PlayStation fan art 
from the hottest new talents. If you’ve done an illustration 
that you'd like to see printed here, send us a copy! (We'll take 
OEE Om OL MM MMe MM CMCSA CC ae Cel 
Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, 
ERC SMM heme LEM om Ce CE 
the piece to us at psm@imaginemedia.com. Be sure to label 
the subject heading “Fan Art:’ Now get busy! :-) 


PMC vm em rl ce 
Oke eee el meee Se 


A This is a very kawaii (cute) pic 
of Dead or Alive’s Ayane. She and 
ce 0 esa CC 
yyy mmm OC aC 
next outing, but we liked the 
Pee MeL A) a4 
thanks to ALEX KOLLIOPOULOS 
for the nice illustration! 





to:/ / wwud.anir cl 
a pa meco.cum 








A Meee Me Ue ee 
Not too shabby, eh? The Final Fantasy series has always been the top 
subject of videogame fanartists everywhere (well, not counting Lara 
COM ee P MURR MMeeclmm len la 








b> Nathan Hogan, age 14 b> Jeff Parker, age 15 b> Russell May, age 36 b> Jay Pomerville 
XxKnotHead4xX@aol.com jeff_sc123@hotmail.com majormattmason@hotmail.com iscream22@yahoo.com 

Favorite Genres: RPGs, & re Ce) LCM CLK Sam A100) (CLT Cy eee) CMCC ah Le \VCo) gM CLK SaeS LOIN] OL C0)F 
Action/Adventure Action/Adventure, Survival Horror Neola Noi Action/adventure 

Favorite Games: FFV - FFVII, FFIX, Favorite Games: Driver FF7 FF8, Favorite Games: Ace Combat(s), Favorite Games: Evi! Dead: Hail to th 
(FF8 is the sorriest RPG ever), MGS, Goldeneye 007 Perfect Dark, Metal (ola ele cae eRe) ih CAG 5 
Lunar Silver Star Story Complete Gear Solid, Star Wars Honor, Tenchu, RE2, Syphon Filter Quote "BILL DONOHUE AND | WILL 
Chrono Chross, THPS1 and 2, and Quote "Pain is weakness leaving Quote "| can actually hear the letter B TAKE OVER THE WORLD! 

Pcie 6(-0 165 the body" in the word "subtle"..... 
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CC ELH 4 
aig 7 wo a the eet names in fi ae game history, they both have 
the number “4” in their title, and they're both getting set to rock the PS2 
down to Electric Avenue... and then they'll take it higher. Next issue we'll 
play ‘em head-to-head to find out which series comes out on top. 


Pay Ta] ra PT to the words you're about to read, and take them 
la Lm ca MLM Lae eLSL Tm CW CC 
Solid 2 for Game of the Year. See why in just 30 short days. 








/ ' 
iu 
Audit Bureau ~/network 
of Circulations > 

Member Media with passion 


Imagine Media, Inc., 150 North Hill Dr., 
Brisbane, CA 94005 
| (415) 468-4684 www.imaginemedia.com 


(a0 ee Ue) 
BOM) 

Baye ee) | 
Pan) 
Charles Schug | 

Baa 


Pew Ng beiedllh FOR ues abi 


Ah, well. We had some other cool 
“Halloween” style games in that issue, 
namely Darkstalkers 3 and Legacy of Kain: 
Soul Reaver. \t was also an issue packed 


(PSM, PC Gamer, Next pd 






OCTOBER, 1998 
One outta two ain't bad 


| The Future Network serves the information needs of 
Fee ee RO Le 
PS ete Meee MO Som CLL 
offer sens ATR mean eg Lee 





The thing that always jumps to mind 
about this issue is the fact that one of the 
characters on the cover was from Thrill 
Kill, a game which ended up not coming 
out. It was killed because EA (who bought 
Virgin Interactive, the game's publisher) 
deemed the game too violent. 






with new football games, and it was the 
month we ran our final in a long series of 
Metal Gear Solid previews. Just as cool, we 
found some way to pack 79 screens of 
Final Fantasy Vill in there, outlining the 
entire demo version of the game. Lotsa 
hot stuff in that issue! 


from Soul Reaver, Morrigan 
ice le 63271), eee 11 
Who the hell is that guy? 





Let's see... That's Raziel 








SMe RUMOUR rs ser MAU Ue ecord | Ro ees) 
ee Ce) 
A ee ee P 
| countries.The Future Network is a public company quoted 
| on the London Stock Exchange (symbol: FNET). | 


ME Ok RU Ren Artie we crecrt ty 
See er ee nee te re 
logis media companies in the world: we | 

| 


Se ER coe) 
LET ee eA SU Oe 
maracas) 
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the innovative sik. trick system with the state-of-the-art park editor lets you take 14 pro riders: englebert, cardia, Harkin, Laird, 8 massive levels - 4x lelfefel—Im anfelaeic ino) 
new grind, wall ride, manual and lip trick your emx experience to an all new O — tyons, mackay, memurray, D. mira, T. mitra, rol N CMI ec aol LL Icle folate 
ies as lets you pulloffover 1,500 tricks 0 ProlecureM yeaa enrea Gane eel en Mmmm vel aileliareKelne Kel Colm colayoM ecere) elke aaa) 
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ONLY ONE GAME BOASTS THAT 
KIND OF HARDWARE. 
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Visit www.esrb.org 


or call 1-800-771-3772 i 
for more info. 
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Visit www.esrb.org 
or call 1-800-771-3772 
for more info. 
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Kain, the most evil video game character of all time, 
is back to reclaim the land of Nosgoth. 


Bare-clawed or with weapons, engage your enemies 
in close combat, then drain their corpses of blood. 





Ca Wig t 


{ ey 


Use your Dark Gifts such as possession, rupture 
PTH ORS AT Ce Ler RO OSS ase 


ee 


This game is 
intended for 
mature audiences 


ONLY. 


@ www.LegacyofKain.com 
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